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It will change videogaming forever: 
We tell you why. ~ 
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Believe the hype. 


By now, you know exactly what’s happening on March lst. Enough said. 


NINTENDO®* 


ISSUE 54 
MARCH 1997 


The hottest Nintendo news 
from around the globe. 


The N64 is here — we explain 
why you should be excited! 


In-depth reviews of the latest 
Nintendo software. 

SUPER MARIO 64 

TUROK: DINOSAUR HUNTER 
SHADOWS OF THE EMPIRE 
PILOTWINGS 64 

LOST VIKINGS 2 


A whole 16 pages of 
indispensable hints and tips. 
COSMIC’S CODE QUEST 
DONKEY KONG COUNTRY 3 
PLAYER’S GUIDE 

CLASSIC CORNER: ZELDA 
SCORELORD 


Playtests of all the new imported 


5] : i N64 games. 
nn 6 : ERE! : NBA HANGTIME 
the UK = find out why it will change ‘ ae J-LEAGUE PERFECT STRIKER 


~ ever! 


SUPER MARIO 64! } Pe 2 ! a Letters and artwork from our 
: ever-lovin’ fans! 
We’ve got the first ( UK reviews of § ri : 


and all the launch games! An Enix special, profiling Wonder 


Project J2 and DQIll. 


DMA Design exclusively unveils 
its secret projects. 


Exclusive behind-the-scenes 
look at Nintendo’s new RPGs. 


An unbeatable offer, plus the 
chance to win an N64! 


3 Leta 
—- An exclusive interview with 
DOOM 64! the developers of Doom 64. 
Exclusive shots and/ehat*With the coders! 
‘ fe «e —_ 


TUROK: DINOSAUR HU 


It’s official: Turok i is better tha 


Huge 10-page preview of the 
hot N64 games coming your way. 


More compos than you can 
shake a stick at! 


A look ahead to the next sizzling 
issue of Nintendo Magazine. 
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DMA DESIGN! | HLEAGUE PERF CT STRIKER! 


The Lemmings meh reveal new creations! Huge ait a Konami's — funner! 


WIN_AN 


N64? 


Turn to page 82zy 


FREE GIFTS!4 ow 


There’s a Super Mario 
64 tips book and a 
Turok poster in this 
issue — and they’re 

both absolutely 


FREE! 
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we think modern gamesplayers 
have had it easy 
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now we‘ll prove it! 
SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


-+-latest high scores.-.-- 


92% 


FIVE OF THE TOUGHEST ARCADE CHALLENGES OF ALL-TIME BLAST THEIR 
WAY ONTO MEGA DRIVE AND SUPER NES TO TEST THE METTLE OF A 
WHOLE NEW GENERATION OF GAMESPLAYERS. 

JUST HOW GOOD ARE YOU? 


| INTERNATIONAL MIDWAY 


mec SRive 


-++-latest high scores-.-- 


Mean Machines Sega 


90% 


TeHQ International Ltd, 4 The Parade, Epsom, Surrey KT18 5DH 
© 1997 TeHQ International Ltd. Defender© 1980, 1996. Defender II© 1981, 1996. Joust© 1982, 1996. Robotron: 2084© 1982, 1996. Sinistar© 1982, 1996. Williams Electronics Games Inc. All Rights Reserved. 
Defender, Joust, Robotron: 2084 and Sinistar are registered trademarks of Williams Electronics Games Inc. Midway is a registered trademark of Midway Games Inc. Used by permission. 


WELCOME! 


don’t like a game, we'll tell you! 


The N64 hits UK — but THE Games warn of limited supplies 


It’s been a long, hard wait, but on March Ist the Nintendo 64 finally arrives in the UK. It’s been 
nearly a year since the console debuted in Japan and six months since it launched in the US, and 
now British punters get the chance to sample its awesome 64-bit power. 

However, there are a few dark clouds in this otherwise bright blue sky. In a recent interview, 
THE Games (Nintendo’s UK distributor) revealed that initial N64 shipments are likely to be very 
limited, with as few as 20,000 machines ready for launch and only a total of 90,000 machines 
available within the first three months. This is unlikely to satisfy demand —- indeed, THE’s own 
research indicates that over 160,000 eager punters will want to buy the machine at launch. 
THE also announced that WaveRace 64 will not be joining Super Mario 64, Pilotwings 64 and 
Shadows Of The Empire as one of the games available at launch as previously thought, and will 
now debut 3-4 weeks later. Although not exactly a disaster, this delay will deprive the machine 
of a multi-player game at launch. 

However, perhaps most annoying of all is that while British punters have to pay £249 for their 
N64s, German gamers will only have to fork out Dm399 — roughly £155! Quite why this is the 
case is unclear but we’re none too chuffed about the situation, to say the least. 
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Yes, the N64 is here! 
Here’s the UK packaging — 
itll be in a store near you from 
March 1st! 


On March 1st the long-awaited Nintendo 64 finally splashes down in the UK, and 
to celebrate this momentous occasion we’ve given Nintendo Magazine a bit of a 
‘spring clean’. If you’re a regular reader, | hope you like the new look. It’s been a 
lot of hard work, but | think you'll agree that it’s been worth it. 

I'd also like to welcome any new readers who have joined us. If you don’t know 
already, Nintendo Magazine is the UK’s only official guide to all things Nintendo. 
And what does ‘official’ mean? Well, it means that we have privileged links with 
Nintendo itself, so we’re always the first to get the hottest news, previews and 
reviews. However, what it doesn’t mean is that we’re forced by the Big N to give 
every game 99%! We have total editorial freedom to say what we want — if we 


It’s this combination of unbeatable exclusives and honest reviewing that has made 
us the best-selling Nintendo magazine ever since we were launched over four 
years ago. And now that the N64 is here, we’re dedicated to making Nintendo 
Magazine ever better and continuing that proud history. Enjoy the issue! 


David Upchurch, Editor 


Acclaim’s dino-blast 
set for Late 1997 sequel 


With Acclaim expecting an overwhelming 
success with Turok: Dinosaur Hunter, it’s 
no surprise to learn that a sequel is on 
the cards. However, what IS surprising is 
that the company is hoping to release it 
before the end of 1997! There are even 
rumours suggesting that the game has 
already been developed, and that the 
finishing touches are being added to it 
in America as we speak. The official 
release date for Turok: Dinosaur Hunter 
has now been confirmed as March 4th, 
and if you want to know more about the 
game turn to page 26 for a full review. 
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NINTENDO GOES HOLLYWOOD! 


e 
i Steven Spielberg to create a new N64 game? 


Greetings and a big “Howdy!” from me, David Hodgson, your new Word is that Hollywood film maker Steven Spielberg has been so 


Tsu CORR ORI RU Cce cms mpressed with the N64 that he’s actually in the process of striking up a 
from the American Nintendo gaming scene deal with Nintendo Of America to develop a game. Via Dreamworks 
ame Interactive, a company he partly owns, it’s his wish to produce a new 


game exclusively for Nintendo. 


THE MOST SUCCESSFUL LAUNCH EVER? However, there could be a few obstacles in the way, the biggest 
Nintendo Of America has got a lot to be happy about - by the end of headache being that Dreamwork Interactive is a 50-50 partnership 
November 1996, the N64 had claimed 62% of the US console market between Dreamworks SKG studio and Microsoft Corp. Microsoft is 

(a stunning achievement) and sold more than 750,000 units! The currently advertising personal computers as the ‘serious’ alternative to 
excitement wasn't just from camp Nintendo either: Time magazine videogame consoles, and might have a thing or two to say if an 
dubbed the N64 “Machine of the Year” and by Christmas the N64 was agreement with Nintendo becomes a reality. 


nowhere to be found - every single store in the US had sold out! 

| had first-hand experience of the N64 phenomenon recently when | 
visited my local toy store. | saw just one copy of Cruis’n USA on the 
shelves, and asked the shop assistant how many copies of Shadows 
Of The Empire he had left. “We had a shipment of 80 copies fifteen 

minutes ago, but they've all gone!” was the reply. Deciding to settle 


SUB-ZERO ROLES! 


Midway announces... a Mortal Kombat RPG!? 


for that lone Cruis’n USA, | turned around to grab it — but it had The big news from Midway Home Entertainment is that Mortal 

vanished! Talk about flying off the shelves! Kombat: The Adventures Of Sub-Zero is coming to N64 at the end 
of the year. And believe it or not, this new MK game will be an RPG! 

JUST WILLIAMS! According to Williams, when they started developing the game they 


Williams Entertainment, which recently changed its name to wanted Square or Enix to make it, but as it turns out that never 
Midway Home Entertainment, has revealed some of the hot N64 happened. Hard facts are scarce at the moment, but trust us to 
games it has planned for the coming year. Midway says this is keep you informed of developments as and when they happen. 
less than half the number of games it intends to release in ’97! 
@  Cruis’n The World, the sequel to Cruis’n USA, will be released 
near the end of the year under the Nintendo label. 

@ Mortal Kombat 4, the 3D continuation of the MK saga, will 
come to the N64 as a 96-meg cart at the end of the year. 

@ Wargods has been pushed back until late Summer. 

@ Wayne Gretsky’s 3D Hockey 2 will be here before year’s end. 
@ Atari’s coin-op, San Francisco Rush, will be an N64 exclusive. 
Midway’s people said that they’ve seen a version of the game 
already running at 30 frames/second, so they’re thinking of 
adding a two-player split-screen mode. 


@ Last but not least, 
Mace! The Dark Age: US TOP 5 - JANUARY 1997 


Well, if your next game 
was going to be a 
poncy RPG, you'd look 
brassed-off too. 


another Atari coin-op, is ( NBA HangTime (Midway) 
coming towards the end Super Mario 64 (Nintendo) 
of the year. It'll feature oe ke otal lett RoR ) 

: ortal Kombat Trilogy (Midway 
pewienalact a rae ng Wayne Gretzky 3D Hockey (Midway) 
the arcade machine. 


RUMOURS, RUMOURS, RUMOURS! 

Here’s a selection of the juiciest rumours doing the rounds: 

@ Zelda 64 will be released in October for only $99 (approx. £65) 
and will be the first 64DD game. 

@ Duke Nukem 3D is scheduled for October. 

@ F-Zero 64 will be out in March 1998. 

@ Metroid 64 is in the works and will be here early next year. 


TRIPLE ASSAULT! 


Paradigm prepares three-way N64 strike 


Following on from our recent news item about Paradigm setting up a 


N64 US RELEASE SCHEDULE dedicated games division, we have also been informed that it plans to 
Here’s rundown of the games due for release in the next few months. produce three N64 games during 1997. The first game, which will be 
Obviously there are loads of games in development, but I’ve only listed FIG ACCUM ACM UM ET Umer 

the ones with confirmed release dates. Sonic Wings Assault, a one- or two- 


player air combat shoot-em-up in which 
MARCH 1997 players are able to choose from various 
4th March Turok: Dinosaur Hunter (Acclaim) aircraft and combat enemy planes. 
24th March Blast Corps (Nintendo) 


25th March Doom 64 (Midway) 

25th March FIFA Soccer ’97 (EA Sports) 
MAY 1997 

10th May Dark Rift (Vic Tokai) 

15th May Robotron X (Midway) 
JUNE 1997 


15th June War Gods (Midway) 
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DARK DESTROYER! 


Vic Tokai reveals Dark Rift, a 3D beat-’em-up 


Planned for a May launch in the US is Vic Tokai’s N64 fighter, Dark Rift. 
Originally planned for the PlayStation, Vic Tokai decided to rework 
Dark Rift for the N64 for reasons 
as yet unknown. Although little is : 
currently known about the game- Pecmnue Ee 
play, Vic Tokai promises a very te ‘ 
high frame rate, motion-captured “Fae be 
animation, and advanced fighting w 
mechanics such as multiple grab 
moves, chain combos, combo 
breakers and side-stepping block 
motions. A UK release date for 
Dark Rift has yet to be confirmed. 


FRESH DAILY gy \ eeasiae 
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Rev Limit 


The first traditional racing game for N64 surprisingly comes 
not from Nintendo but from Seta (see brand new pictures) 


Publisher: Sets 


Updated 01-28-1997: Seta's upcoming 
racer is sure t be one of the finest looking 
racers of the yeor, and these new 
screen-shots confinn this line of thinking 
reher well. Rev Racer is rendered in bright, 
full polygons, with beckgrounds that are 
sure 10 give the player the feeling thet 
they're fer from home 


What's most interesting is that Rev Limit, 
‘with all of its dials, speedometrs, and 
such, appears © aim toward strong realism 
and simulation, emphasizing less arcade 
play than we previously suspected 
Although its Ridge Racer ongins have been 
cleer from the beginning, this seems to lean 
from the Top Gear Rally angle on racers. 


ThE BRAIN TO SKULL 
RATIO OF MAN IS 
13 TIMES GREATER THAN 
A DINOSAUR'S 


SO WKY ARE WE ThE ONES 
PRACTISING MINDLESS 
CRUELTY? 


How long will man go on slaughtering Torosaurus in cold blood? Until 
this beautiful creature is extinct? Until all our compassion is gone? Until 
the wider ecosystem is destabilised? Have we totally forgotten how to live 
in harmony with the dinosaurs? Doesn’t it sicken us to see our plains 
littered with rotting carcasses? Don’t we feel any sense of responsibility? 
Any sense of moral outrage? Aren’t we the appointed custodians of 
planet Earth? When will these atrocities end? Why do we play games like 
Turok Dinosaur Hunter so f 

unthinkingly? Why do we C A\ E if } 
demonise the Torosaurus? Why 

do we find it so hard to separate iT N 1 C A UJ R 
fantasy and reality? Have we 

stopped asking the questions — FRgM THE DEADLY ARSENAL OF TUROK 
that define our very humanity? DINOSAUR HUNTER ON NINTENOO 64 


WARNING - TUROK DINOSAUR HUNTER 
IS UNLEASHED ON a 
4 MARCH 1997 ON THE N64 
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CAPCOM CAPERS! SPEED KING! 


Is Darkstalkers 3 N64-bound? First shots of Human Grand Prix released 


The latest rumour from Capcom’s camp is that 
it’s planning on giving Darkstalkers 3 the N64 
treatment. If this is the case, it’s likely it’ll be 
released as a cartridge/disk package similar 
to Zelda 64. Rumours also persist that 
Capcom is also working on another 
beat-’em-up called Street Fighter Alpha 
Heroes, but not the previously expected 
Street Fighter EX. Finally, Mega Man 64 is 
still expected some time during 1997. More 
news soon... we hope. 


Much talked about but seldom seen, Human Grand Prix has finally 

revealed itself. Developed by Human, HGP is a motor-racing sim in 

which players take on the role of a Fl driver/manager, tuning up 

Cy their car’s performance in the workshop before taking it out to race 
on the world’s most famous motor-racing tracks. & 
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IF | COULD TURN BACK TIME! 
Rumours of a buift-in clock for the 6400 grow 


The latest rumour regarding the 64DD is that it will have a 
built-in clock system, similar to the Sega Saturn. If this is true, 


PERMANI it will allow for various bizarre options as was seen with Sega’s 
TITY ; N UP HT] 4 Christmas Nights. 
The Caped Crusader is coming to the N64 


Titus has confirmed that it’s developing two more games for the N64, 
although we may have to wait until 1998 before they hit the shelves. As 
well as Lamborghini 64, which is expected in the UK this Summer, they 
are also working on a Superman tie-in and Quest For Chamelot, which is 
based on a full-length animated movie due to appear in cinemas 
towards the end of 1997. 
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Taking L.S.D. can know the score 


make you panic and even 
lead to a permanent 
change in personality. 


You can get 
ashbacks without 
warning years 
after the original 
ae trip. Even if the 
may original trip wasn't 
bad, the flashback 
could be. 


/ 
e 


The effects of an | 
last for up to 12 hours” 
to make it difficult av 
parents. It could also be 
if the t bad. Once the 
trip has started, it can’t be stopped. 


> 


_ Take L.S.D. and 
you could start seeing 
te things that you 
oa don’t want to see. 
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; 4 mn Nary a lot. 
ere’s no way | 
we. Of roan how muc 
you're taking or — 
what effect it'll ha 
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a call free and in total confidence. 
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Datel announces its first N64 add-on 
Hi! Warren Harrod here, Nintendo Magazine’s Japan correspondent. Every 


’ ea i A The first N64 add-on has been developed and, as expected, Datel 
omen seuteal tae ve ie and gaming ews from are the brains behind it. Called the GamekKiller, it will enable gamers 


to access built-in cheats, including level skips, and make it much 

easier to achieve top scores. It also has a special smartcard port 
N which will allow more cheats to be added by inserting additional 
Japan’s latest craze is Bandai’s Tamagochi. Selling for 1,980 smartcards. The Gamekiller should cost £24.99, and it will be 
Yen (around £15), the Tamagochi takes the form of a small hitting the shops very soon. 


egg-shaped key holder which fits nicely in the palm of — 

your hand. Inside is a mini LCD game where you have to / a 

raise and look after a small, cute lifeform that hatches Veen ARGADE GIANT UNVEILS 

from an egg. As you feed it the creature gets bigger. If it ~ 

becomes ill you need to give it medicine. NEXT GEN SF GAME! 

The main feature of the game is that it’s played in REAL TIME! You a 

can’t ‘Pause’ it or stick it the drawer for a week, because the little ; z 

creature needs to be fed regularly and looked after properly - if Capcom reveals its Street Fighter 3 coin-op 

you neglect it, the creature will DIE! Because of this you need to Capcom has released the first details of its long-awaited ‘next gen’ 
carry it wherever you go and constantly check its condition. Aww! beat-’em-up — Street Fighter 3: The Next Generation, which many 
This ‘digital pet’ is so big in Japan that shops which receive any believe will appear on N64 as a cart/64DD combo. Running on the 


PET PROJECT! 


stock whatsoever are sold out in minutes. Hundreds of Japanese new CP-System Ill hardware (which is four times more powerful than 
punters have queued for hours outside toy shops on the rumour the hardware used for SF Alpha), SF3 goes far beyond any other 2D 

that they may have some. Because of its success, Bandai will be fighter. With super-smooth animation and detailed backgrounds, it’s 

releasing Tamagochi 2 in February. difficult to believe that you’re not watching a cartoon. 


As you'd expect the storyline has changed. Although Ryu and Ken 
») VIER remain, there are nine new characters with unrelated plots and no 
Sega Enterprises Ltd and Bandai Co. have announced that they’ll connection to previous characters. Some of the new fighters include a 
merge on October Ist, 1997, to form a new multimedia company British Boxer, an African girl and a Japanese high school ninja. 
called Sega Bandai Ltd. The two giants say that the aim of the merger While the basic one joystick, six-button control system remains 


‘GA AND BANDAI MERGE! 


is to improve their place in the entertainment industry by combining unchanged, there are two major new features affecting gameplay: 
their experience and technology. This announcement comes at a bad Super Arts and Blocking. Each character possesses three different 
time for Sega which is struggling to compete against Sony and Super Arts, each of which increases the power of certain special 
Nintendo in the game market. attacks. When you select your character you must choose one of them 


In addition, Bandai announced to make up for your character’s weak areas. Blocking, on the other 
earlier this month that it will hand, is not simply guarding. When you block you knock away your 
post losses of 9 billion Yen opponent's attack and, with good timing, you can try to counter- 
due to poor sales of game attack before your enemy recovers. 

software and its multimedia 
terminal, Pippin ATMARK. 


oe 


E OR JUEST Vil... FOR PLAYSTATION! 


On January 14th, Enix shocked the gaming world by announcing 
that it will be developing Dragon Quest VII, which was originally 
believed to be an N64 game, for the Sony Playstation. Although 
up until now the DQ series has been exclusive to the NES and the 
Super NES, this time Enix has decided to develop for the PS rather 
than the N64. Currently, Enix has no plans to develop DQVII for 
any other hardware. Game analysts expect that a two-year 
development schedule will mean a 1999 release date, with DQVII 
coming on maybe three or four CDs. 

However, that doesn’t mean that Enix has abandoned the N64. 

A spokesman for the company said that it’ll continue to support 
Nintendo’s hardware, and that future games are being planned 
for the N64. And lovers of RPGs shouldn’t be too down-hearted — 
it was unlikely that the game would ever be officially released in 
the UK, and there’s still the awesome Legend Of Zelda 64 and 
Mother 3 in the pipeline from Nintendo. In addition, Magic Century 
Eltale from Imagineer and Tales Of Phantasia 2 from Namco are 
also well into development. 


So here they are - all the games with confirmed Japan release 
dates! Of course, the list of games in development is huge, but 
these are the only ones with definite launch dates. 


A , " Bo { q 
14th March Real Powerful Pro Baseball 4 (Konami) ; & aa { 

21st March Blast Corps (Nintendo) f. 

28th March Turok: Dinosaur Hunter (Acclaim) 


Welcome to the first in an occassional series featuring Nintendo ads 
from across the globe. First up is the Japanese commerical for 
Mario Kart 64, one of the best game ads we've seen. 


Rather than the live action or computer-generated images which 
were used to promote games such as DKL2 and WaveRace 64, the 
Big N opted for an animated commercial for Mario Kart 64. All the 
racers from the game are featured, crashing and bashing into each 
other as they race through Donkey Kong Park and Koopa Castle. 
And just look at the expression on Mario’s face! He may have 
starred in some of the cutest games ever, but it looks like he’s 
gonna kill someone! 


Virgin Interactive has teamed up with Rage plc and are hoping to 
release at least two N64 titles over the next twelve months. Although 
no products have officially been announced, it’s possible that two of 
the games could be Hellracer, a futuristic racing game very much in the 
WipEout mould, and Striker 98, which is due to be given a complete 
facelift. In fact, two of the main developers from WipEout are working 
on Hellracer, so it could turn into something special. On the other 
hand, Striker ’98 will have its work cut out to better Konami and EA's 
imminent soccer titles. 


EWS 


Midway’s sports sim hits 300,000 copy mark 


Midway are currently celebrating the news that their debut N64 title 
has sold 300,000 units since it was launched on November 15th. Even 
Wayne himself commented: “It’s amazing how much fun my kids have 
playing the game, but even more exciting to me is the fact that this 
game helps increase the awareness of the NHL and hockey in general’. 


With the N64 selling out immediately in both America and Japan, and 
the impressive sales figures for the majority of titles, it is hoped that 
more third-party developers will now become more actively involved 


with the N64. 


The Nintendo Challenger hits the road 


The Nintendo Challenger bus is on the road again, spreading the 
good word of Nintendo the length and breadth of the country. If 
you fancy taking part in some daring Nintendo challenges, catch 
the bus at the following locations. 


Boo-hoo! Whimper! Yes, you read it right, the NMS UK Tour ’96 is over. In the near future we're plan- 
ning to link up with the Nintendo Challenger Bus but until then, why not read about Dave McComh’s 
triumphant Christmas trip to Belfast? 
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COLIN PORTER, 


Colin says Xmas ‘96 was 
great for Nintendo; the 
Super Mario All-Stars and 
KI Super NES bundles sold 
like hot cakes! 


JONATHAN DAVIDSON 

As a huge Zelda fan, 
Jonathan can’t wait for the 
Legend Of Zelda on the 
64DD. Good choice, mate! 
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DAVE LEONARD 

Dave's looking forward to 
Killer Instinct Gold, Mario 
Kart 64 and Super Mario 
64, but would love a 64- 
bit version of Unirally. 
Here’s hoping, Dave! 


super 
“ypsanesicig 


LORCAN O'CONNOR 
Lorcan’s been reading 
Nintendo Magazine since 
Issue 1, and hopes to get 
an N64 next Christmas. 


Magazine 


STEPHEN LEONARD 
Although he’d like an N64 
when it’s released, 
Stephen’s mammy thinks 
that he’s already addicted 
to his big brother’s Super 
NES! Good work, fella! 


DEREK THOMSON 

Derek’s saving like mad for 
an N64, and hopes to buy 
SM64, Yoshi’s Island 64 
and KI Gold. 


super 
nintendo 


JAMES SKILLEN 

James’ favourite game at 
the moment is FIFA 97 
Gold Edition on the Super 
NES, and he can’t wait to 
see the N64 version. Not 
long now, young man! 


PAUL WILSDON 

Paul’s Dad is thinking 
about buying an N64. If he 
does, Doom 64 is at the 
top of Paul’s shopping list. 


SEIN LOUGHRIN 


Even though Sein loves the 
N64 previews he’s seen so 
far in Nintendo Magazine, 
he’s more than happy with 
FIFA ’97 Gold Edition on 
his Super NES. 


CHRISTOPHER POINTON 
Christopher was out on 
the town, hoping to buy 
DKC3 with his lovely 
Christmas lolly! 


; IBA Hang Time is 4 
fayable and addictive 
two-on-two dunk fest. = 
, Excellent!” 1 


THE ARCADE’S HOTTEST BASKETBALL GAME 


NOW AVAILABLE FOR SUPER NES AND MEGA DRIVE 
2) * All 29 NBA teams, with 5 man rosters 
ci * New moves including team fire, double dunks and spin moves 
* Create your own custom players 
MIDWAY * Secret codes, hidden arenas and characters 


INTERNATIONAL 


n 1993, Nintendo joined forces with Silicon 

Graphics, the world leaders in 3D computer 
technology. Now, nearly four years later, the 
Fruit of their labours is about to hit the UK. 


Despite the rumours and scaremongering by lesser magazines, the 
Nintendo 64 will definitely (yes, definitely!) be here on March Ist. 
It'll be accompanied by the excellent Super Mario 64, 
Pilotwings 64 and Shadows Of The Empire, while Turok: 
Dinosaur Hunter and WaveRace 64 won't be far behind. 
However, just in case you aren’t totally overawed with 
excitement, Nintendo Magazine now presents all the essential info 
on what you'll get in your N64 pack and how to set it up! 


LIVIN’ IN THE BOX! 


So what do you get for yer asking price of 
£249, eh? Quite a lot, actually... 


Don’t be surprised by the size of the N64 — 
it’s small! However, appearances are deceptive 
as this little chunk of plastic houses the most 
advanced games system in the world! 


Although the N64 can take four controllers at 
once, only one is supplied with the machine. 
However, you'll soon be able to purchase 
controllers in a range of different colours for 
multi-player action! 


GETTIN’ IN GEAR! 


Fortunately, setting up the world’s most 
awesome games console is easy! Just follow 
these simple instructions and you'll be up and 
running in about five minutes. Ready... 
steady... GO! 


As with your Super NES, don’t 
plug-in or pull-out a cartridge 
while the power’s switched on 
as this could wipe any saved 
Simply slot this brick into the back of your games on the cart’s battery 
N64, plug it into the wall and, hey presto!, back-up! Instead, insert your 
you'll have all the power you need! 


cart before touching the power switch. 


For the most basic TV connection, use the RF 
adaptor to connect your N64 to the aerial 
socket of your TV. Even better, use the switch- 
box and you won't have to keep unplugging 
your video or TV aerials. 


It may be the most advanced games console 
ever, but you'll still need electricity to run it! 
This handy AC adaptor will help... 


For one-player games, plug the controller into 


As with the Super NES and other consoles, the far left port on the N64. Also, when you The RF adaptor will give you an excellent 
the RF adaptor will allow you to play your start up the machine, make sure the 3D Stick picture but, if you’re lucky enough to have a 
N64 on any UK television. It even boasts a isn’t pushed to one side or else it won’t be posh telly with S-VHS compatibility, it’s a good 


idea to buy an S-VHS lead as this will allow 
you to appreciate the graphics in all their 
stunning glory. 


switchbox so that you can swap between aligned correctly. If this does happen, simply 
normal TV reception and your N64 at the switch off the N64 and start again. 
push of a button. 


GRATUITOUS GRAPHICS! 

Without a doubt, the N64 boasts the best graphics ever seen on a home 
videogame console. But just how does it manage to handle such 
complex information...? 


NINTENDO: 


BORDER CROSSING! 
If you compare an Japanese or 
American N64 with the British 
machines, you might notice black 
borders at the top and bottom of 
the screen. However, don’t worry! 
Without getting too technical, 
Japanese and US NTSC TVs have 
a lower resolution than 
British PAL TVs, so the 
picture has to be 
squashed down in size 
slightly for the UK. 
Also, NTSC TVs 
update their 
screens 17.5% 
faster than PAL 
TVs, but as 
Super Mario 
shows, 
Nintendo is 
trying to 
ensure that all 
versions of its 
games run at 
the same speed. 


..And PAL screen with borders. 
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COMING SOON! 


Nintendo has many add-ons and accessories planned 
for the months and years ahead to keep your N64 at 
the forefront of videogaming, including the Jolt Pak 

(below) which makes your controller vibrate in 
response to on-screen punches or hits, and the 


64DD (right), a disk drive which 


will allow developers to 
make even bigger and 
better games! 


HARDWARE TEXTURE MAPPING 
Allows any bitmap image to be 
placed on the surface of a polygon 
in full 3D at unbelievable speeds. 


ANTI-ALIASING 

Reduces the jagged appearance of 
angled lines so that polygons 
remain sharp and distant objects 
look clear. Just take a look at Super 
Mario 64 for proof... 


Z BUFFER 

Ensures that objects appear in the 
right perspective so that distant 
items are correctly proportioned 
when viewed from any angle. The 
Hoth battle in SOTE is a good 
example of Z Buffering in action. 


TRI-LINEAR MIP-MAP 
INTERPOLATION 

Ensures that texture maps are 
unblocky, even at close range, just 
like the dinosaurs in Turok. Also 
keeps textures proportioned 
correctly so that they don’t 
become stretched or warped. 


ALPHA-BLENDING 

Allows programmers to use 
amazing transparency and filter 
effects, best illustrated by the sea 
in WaveRace 64. 


LEVEL-OF-DETAIL 
(LOD) MANAGEMENT 
Allows the creation of huge, 
highly-detailed worlds like those 
in Pilotwings 64, where objects 
can exist in both the foreground 
and background without the 
dreaded pop-up. 


THE 

TECH SPECS! 

As the world’s most advanced 
games console, the N64 boasts 
the best technical specifica- 
tions in the industry. Just take 
a gander at this little lot... 


CPU 
64-bit RISC-based CPU running 
at a clock speed of 94 MHz. 


MEMORY 

RAMBUS D-RAM 36-Mbit, 
maximum transmission speed 
of 4,5000-Mbit/second. 


CO-PROCESSOR 

SP (sound and graphics 
processor) and DP (pixel 
drawing processor) with clock 
speed of 64 MHz. 


RESOLUTION 

256x224 and 640x480 
modes, flicker-free interlaced 
mode support. 


COLOUR 

32-bit RGBA pixel colour 
frame buffer support, 21-bit 
colour video output. 
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unpleasant letters and all manner of nastiness 

Although we take great care to ensure as far as 
reasonably possible the accuracy of the information 
contained in this magazine, Nintendo Magazine and 
its publishers cannot be held responsible for any 
omissions or errors that may occur. No correspon- 


dence with Nintendo Magazine shall be entered into, 


even if you do foolishly decide to send an SAE. 


COMPETITION RULES: EMAP Images, Nintendo 
employees and their immediate families aren't 


allowed to enter any Nintendo Magazine compos. 


The Editor's decision is — Lord help us all! - final. 


THE NINTENDO MAGAZINE REVIEWING SYSTEM 


Those poor games. We take ’em... and we break ’em, playing them to their limits - and beyond! 
Nintendo Magazine's reviewers are the finest in the business, and they’re dedicated to bringing you the 
most accurate and honest reviews around. Although the new-look rating system is essentially the same 
as before, it’s now a lot tougher — we’ve made it really hard for games to get a high mark. Generally 
speaking, though, any game that gets a Seal Of Quality comes highly recommended. 


The game is played by each 
member of the Nintendo 
Magazine team and its 
merits discussed at length. 
Everyone's opinions are 
taken into account in the 
Comments and final marks. 


The game’s gameplay is 
probed and analysed 
before being graded out of 
five in the following key 
areas: Strategy, Action, 
Challenge, Reflexes and 
Originality. 


The Long-Term Interest 
graph is then calculated, 
which indicates how much 
enjoyment you'll get from 
the game in the days, 
weeks, months and years 
after purchase. 


Finally, the game’s Graphics, 
Sound, Playability and 
Lastability are scored out of 
100, and the game's quality 
all summed up in the final 
Overall % mark. 


Any game receiving a Platinum Seal Of Quality is not just an essential 
purchase, it also represents a significant step forward in videogaming. 


The Gold Seal Of Quality is your assurance of a classic game that, 
whatever your tastes, should be part of your software collection. 


The Silver Seal Of Quality is awarded to games that are generally 
excellent but were found slightly lacking in certain major areas. 


If a game receives a Bronze Seal Of Quality and it’s your type of game, 
then snap it up now. Others should tread more cautiously, however. 


Good games that will hold particular appeal to fans of their genre, but 
lacking the hallmarks of true greatness. 


Distinctly average fare. Not bad as such, but not great either. May still 
be worth considering if the game type is appealing, though. 


Oh dear —- we’re in poor-verging-on-terrible territory now. Any game receiving a mark in 
this zone should be avoided at all costs! 


Run for your lives - games this bad could be dangerous to your health! Let’s hope there 
won't be too many games receiving this mark, eh? 
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old onto your caps! Yes, the 


st eagerly 


awaited NINTENDO game of all time has 
finally found its way to the hallowed shores 
of the UK. And guess what? It’s an absolute 


blummin’ corker! 


As privileged game reviewers we probably 
get to see more games in a year than the 


average punter does in a lifetime. However, 
despite the vast number of games released, 


there are few whichican reduce us toa 
quivering mass, muttering words such as 
“Awesome”, “Amazing”, “Monumental” or 
even, on special occasions, “Ground- 
breaking”. Super Mario 64, however, is 
One of those games. So let us take you 
by your sweaty, slightly quivering 

hand and guide you through the 

game of a lifetime... 


RUBBER MAN! 


After flicking on the power 
switch, Mario himself greets 
players in his cod-Italian 
accent — “It’s-a me, Mario!” he 

cries. Shortly afterwards a huge 3D 


Mario head appears, swivelling to follow the 
movement of a silver Power Star. Phis is your first 
Opportunity to test the 3D Stick — press the ‘A’ button 


and a gloved hand will appear 
which can be used to grab Mario’s 
nose and ears then stretch them 
out of shape! You can then let the 
hideously deformed body-part 

snap painfully back into place, or 
use the shoulder keys.to lock them 
in position and creat@some some — 
truly monstrous Marios! "age 


aw N 
PRECIOUS MEMORIES! 


After you grow. tired of torturing Mario, it’s time 
to get on with the action. Pressing Start you're 


ORE 
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taken to the ‘Sele 
screen where p 
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| WELCOME TO 
_/ MARIOS WORLD! 


Before the game begins for. real, Mario 

is asked to tea by the lush Princess who 
reads him a touching invitation. Then 
Lakitu, your flying friend who captures all 
the game action through a camera 
swinging from his fishing rod, takes 
you on a tour of the outside of the 
Princess’ castle. Lakitu brings his cloud 
to rest near a sunken green Warp Pipe, 
a magical portal out of which our hero 

springs. “Yahoo!” Mario shouts, and so 

the adventure begins... 


fis, ige s 
Ps) - Why 
Dear Mario® 


Please come to the 


After a chat with Lakitu, Mario runs to the castle and 
opens the huge doors. However, the castle is deserted, 
aside from a sinister laugh which echoes around the 
main hall. Here Mario meets Toad who tells him that 
7 Bowser has stolen all the castle’s protectice Power Stars 
d and kidnapped the Princess! As Bowser has used the Power 
Stars to change the castle paintings into magical gateways, 
of dangerous worlds, retrieve the 


Mario must explore a range 
titanic battle! 


stolen Power Stars and defeat Bowser ina 
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NINTENDO. 
GETTING AROUND! 


In the castle Mario finds a number of doors, some of which are plain 
and can be opened immediately. Others display a golden star which 
shows how many Power Stars you must find before you can open it. 
Other doors have a key hole and - surprise, surprise - a key must be 
found before you can enter. Behind the doors Mario finds a series of 
paintings, and by jumping into these Mario gains access to the various 
worlds or ‘Courses’. However, some of these portals are disguised and 
you'll need to experiment to find them. Good luck! 


HE'S GOT ALL 
THE MOVES! 


Super Mario 64 is the perfect 
place to test the amazing 3D 
Stick. If you push it completely 
forward, Mario will run off at 
top speed, his little legs 
becoming a blur of blue. 
However, if you press the stick 
forward gently he'll jog ata 
much slower pace, while a very 
gentle movement will make 
Mario tip-toe. Nevertheless, 
even though these actions are 
impressive, Mario has a range 
of special moves that'll have 
you laughing ’til the tears roll 
down yer leg! 


STANDARD JUMP TRIPLE JUMP CARTWHEEL a BACK FLIP 


Pressing the ‘A’ button will For more height, running and If you’re cornered, quickly Crouching and jumping will 
make Mario spring into the air, jumping three times in rapid reverse your direction, press make Mario somersault into 

an ideal jump for reaching succession puts an awesome jump and you'll somersault to the air, bringing most high plat- 
most platforms. spring in Mario’s step. safety. Coolio, Mario! forms within your grasp. 
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SHOOTING STARS! 


To win Power Stars, Mario must 
complete tasks. These missions 

range from racing Koopa the Quick to 
the top of a hill to reuniting a lost penguin 
with its mother, and from fighting King 
Bob-Omb to tests of agility where 
Mario must climb dangerous 

cliffs and platforms. When he 

collects a Star, Mario is 

warped back to the start of 

the Course where he can 

save his progress before 

soldiering on. However, 

when you re-enter 

a Course after 

collecting Stars, 

certain things 

may have 

changed... 
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BUTT—BASH 
Crouching while in the air will 
make Mario perform a tight 
somersault then come crashing 
to the ground butt first! 


KICK BACK 


Jump against a wall, kick off it, 
spring to another, then jump 
again and you'll bounce 
between the walls like a ball! 


DRO @xS aes 


PUNCH 

One punch is enough to topple 
tiny monsters, but tapping 
punch repeatedly will unleash a 
flurry punches and kicks! 


SRO 9 O@x& 9 xxIZ 


SWIM 


Ambient sounds abound as 
Mario glides under the waves, 
but make sure you come up for 
air or our hero will die horribly! 


GOwes 
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This is Lakitu, 
; : é Mario’s personal 
a new room or ‘ camera man, 
Course, afWays ‘ reporting live 


use the ‘Get and direct 
Close’ view to from 


look around for” 


secret ledges == SM64! 


or doorways! 


LIGHTS! CAMERA! ACTION! 


Although it’s important to master the 3D Stick, it’s also essential to use the camera ee 

effectively. There are two camera modes, Lakitu and Mario, which are swapped by using the 

‘R’ button. Lakitu carries a camera on his cloud, and his position can be changed by using the ‘C’ buttons. 

In Mario mode the camera always ‘chases’ our hero and, although you can rotate this view, it'll always 
return to its original position. 


These coins abound in every level. Collect These coins appear when a special block is Eight of these elusive blighters are hidden 
one to replenish small amounts of energy, butt-bashed and occasionally in slippery in every world and must be collected to 

or 50 to furnish you with an extra life. slide levels. They’re worth five Yellow win a coveted Power Star. However, finding 
Collect 100 for an even bigger surprise! Coins, but are as rare as hen’s teeth! the last few might drive you crazy... 


d y, 


Busting a green block reveals a metal cap These blocks hide caps which, when worn, A real treat this one. Simply smash this 
which turns Mario into a shiny T-1000! Now turn Mario into a shadow of his former self! floating block and you'll be rewarded with 
he’s immune to attack and is heavy enough Then he can simply walk through walls — a winged cap which Mario can use to take 
to walk on the sea bed! ideal for nabbing trapped Power Stars. to the skies and soar through the clouds! 
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LEFT Every creature poses a 
threat, no matter how cute it 
looks — here, Mario gets 
nutted by a gopher. 


Guz_ 


f you lose your cap, get 
it back ASAP - without it, you take 
double damage! 


MUSHROOM 
Once discovered these valuable fungi make 
a break for it, slithering away quickly from 


Mario. However, make sure you catch them 
as they'll reward you with an extra life. 


HEART 


If Mario stands inside these translucent red 
hearts his energy will slowly be restored. 
However, these helpful icons are some- 

times hidden in fiendishly difficult places. 


SHELL 


When he jumps on a Koopa, Mario can steal 
their green shell. Now he can use it to surf 
across the surface of deep lakes and deadly 
quicksand. Yahoo! 
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As well as all the regular nasties that you’ll meet on your travels, 
certain levels also feature massive bosses, each of which must be 
defeated in a different way. 


DRG a GXS OKKTS 


After Bowser stole the Power Stars, the King Bob-Omb ee ie 
Bob-Omb’s world into a battlefield. Climb to the top of the cen 


staat VARIETY IS THE SPICE OF LIFE! 


Although SM64 is mainly a platform adventure, it features a range of 
different styles which will try all your gaming skills. Sometimes your 
reactions will be tested as you attempt to avoid falling off a huge helter- 
skelter, while simple puzzles also abound where you might have to work 
out which order to open chests without suffering an electric shock. 


e top of the haunted house and it'll take you 


This spectre lurks at th + finding him isn’t hard 


ages to work out how to reach him. And i 
enough, just try to beat him! 


i i he adventure and 
iaay! You'll meet Bowser three times during t 
Leas you beat him, he'll run off and fortify himself for the next 


confrontation, the swine! 


Believe the hype - SM64 
sets the standard for 
videogames right into 
the 21st Century. It’s a 


title every true games 
fan should own. 
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urok is ACCLAIM’s big hope for the N64, 

promising revolutionary 3D gameplay, 
buckets of blood, and the biggest baddest 
had guys you're ever likely to see. Let's go 
dinosaur hunting! 


Based on the comic book series, Turok: Dinosaur Hunter follows 
the exploits of a Native American warrior hurled through time 
and space to an alien, prehistoric land. Armed only with a 
machete and a crossbow, he begins to explore. In the distance, 
the screams of unfamiliar creatures can be 

heard. Suddenly, two armed men drop 

from the trees. A volley of arrows soon 

silences them, but it leaves Turok 

wondering: what are people doing in 

this ancient world? 


fl 7 7S i TUROK : 
Turok is Doom-style 3D shoot-em-up, but on a scale like nothing you’ve seen 
, before. The control system is initially strange, but it soon becomes second 
~ nature. You run and side-step with the C-buttons, and turn and look about 
with the 3D Stick. The Z-trigger serves as your fire button, while tapping the 
_ right shoulder button makes Turok jump. As you explore this fantastic world, 
_ you’ll come across locations and items that'll make you wonder 
pif your saurian friends are all that they seem to be. 
| But first, you’re going to need 
| something a little stronger 
| than a bow and arrow to 
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IS THAT A GUN 


IN YOUR POCKET...? 


Turok starts off with a knife and a bow, but there’s a huge 
array of better weapons to be collected. Each has its own 


\ advantages, and some a 


Ly 


It takes a couple of arrows to fell 
even the weakest human threats, 
but upgrade to Tek Arrows and 


explosive projectiles 
are yours. Very 
effective... 


re unfeasibly spectacular. Oddly 
enough, though, when Turok dies, 
= his arsenal is nowhere to be 


seen — maybe he has 
huge pockets or 
. something... 


Pretty useless against anything 
other than puny human 

foes, but it’s a 

useful fall-back 

weapon. There’s 

much better 

around, though... 


A powerful beast, which will take 
down soldiers in one blast and 
vicious raptors in two. 

Also comes ina 

rare auto-firing 

version. 
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Uses the same ammo as the 
pistol, but fires in brief bursts 


of four rounds. Handy, 
but not nearly as 
satisfying as 

the meaty 

shotgun. 


Fires off a stream of shimmering 
blue plasma bolts that'll make 
even the fiercest foe <i 
think twice 

about trying 

to attack 

you. 


A six-barrelled machine gun with 


which to give the bad guys 
a good lead massage. 

Eats up your 

ammo like 

sweeties, 

though. 


Lobs deadly grenades at your foes. 
Look up to throw grenades 

further, or bounce 

them off walls 

to hits things 

round corners! 


A groovy piece of kit. This gun 
fires a green laser beam that 
explodes seconds after 

hitting home to 

blow your 

target high 

into the air. 


Fires four homing rockets that 
leave fantastic curling smoke 
trails. It’s like having your 
own shoulder- 

mounted 

cruise 

missile! 


Hold down fire to charge up the 
blast, then unleash a turquoise 
energy bolt that freezes 
bad guys. Seconds Jk 
later, they 
explode into 
bloody chunks. 


For all intents and purposes, this 
is ‘The Big Gun’. It vibrates as it 
sucks in energy, then erupts 

in a blast of 

thermo-nuclear 

proportions. 
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TRAIN TO WIN! 


Amateur dinosaur hunter may need a bit of assistance before taking 
on the whole game. It’s fortunate then that Iguana have though to pects wie 
include an assault course-style training level to introduce the player to mire reke “a0e caLeen 

the game’s controls. Set over beginner, intermediate and advanced ur. eiace wee 
stages, the training level covers concepts such as climbing cliffs, LIMP. THE FURTHER 
jumping over chasms and between pillars, and the all-important target TUROK MOVES 
practice. Once completed, a Time Challenge option becomes available, 

where the player has to play the level against the clock. The 
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THE NENT LEVEL. LEVEL ONE: THE BEGINNING 

Describing the stages in Turok as mere ‘levels’ doesn’t really do them A simple, but by no means small, level to ease the player into the 
justice — it took us two hours to find everything in the first one alone, game, this level has plenty of Save points. There are also six keys 
and they get bigger! On each stage you have three keys to find, which to find, meaning that completing this stage opens up levels two 
allow access to later levels. The levels don’t need to be opened in order, and three simultaneously. At the end of this level is the Hub, from 
but you'll need to explore all eight levels to complete the game. whence the other seven stages are accessed. 


an 
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LEVEL THREES 

THE ANCIENT CITY 

This level is truly massive, as there are three 
huge complexes of buildings to explore, plus 

an expansive cave system, and a tricky pillar 
section! As you decimate the enemy forces, 

you may care to note that the ruins look vaguely 
Aztec. Not very interesting, but | just thought 

I'd share that with you. 


LEVEL FOUR: THE RUE 


Explore the remains of an ancient city, and 
get a tantalising glimpse of the 
Chronosceptre pieces, then head for a series 
of mazes, both over and underground. As 
you head further underground, you'll 
encounter a huge chamber with two stories 
of waterfalls and, of course, plenty of 
enemy critters to do away with. 
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LEVEL TWOs, 

THE JUNGLE 

Another fairly straightforward level that 
introduces wooden walkways and rickety 
rope bridges. There is a greater use of 
teleporters on this level, so look out for 
hidden warp points. The end of the 

level involves a slog through an 
underwater tunnel system populated 

by ’orrible swimming critters. Eep! 


lure hungry 
dinosaurs into 
your human 
foes. Sneaky, eh? 
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LEVEL FIVE: THE CATACOMBS 

Now things really start to get tough! This whole level is set in a system 
of underground caverns and tunnels, and is packed to the rafters with 
bad guys and monsters. You'll get the chance to pick up the awesome 
minigun, and explore a series of tiny passageways. The level's climax 
features an ancient temple and some extremely hazardous wooden 
walkways to negotiate. 


LEVEL SIN: THE TREETOP VILLAGE 

Starting at the top of a huge mountain, Turok has to carefully make his 
way down to the lake at the bottom, where new - and alien — weaponry 
awaits. Once at ground level, a lift inside a hollow tree trunk takes 
players up to a settlement built in the highest reaches of a rain forest. 
Later on you'll enter a cave system that contains a level key, before 
returning to the village for more treetop firefights with the natives. 
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LEVEL SEVEN: THE LOST LAND 

The initial canyon area opens out into a much larger valley, with plenty 
of perilous ledges and platforms to navigate, so make sure you've 
practised your jumping skills. As you make your way through the valley, 
you'll notice a certain lava theme developing. This level is also host to 
some of the hardest platform jumping sections in the game, as you 
have to negotiate a series of moving columns over a deadly lava pit! 
Trust us, when you get to this bit it won’t just be Turok who’s sweating! 
The end of the level is set in the approaches to the alien base that takes 
up most of level eight. 


£ 
30 Official UK QenteD Magazine 


CA AAAS VAATS 


LEVEL EIGHT: 
THE FINAL CONFRONTATION 
Starting off in a quiet clearing, things soon get nasty as you 
encounter Triceratops riders and gun-toting Raptors! After this 
you enter an alien base that resembles the USS Enterprise gone 
bad, where you'll tangle with alien guards, giant armoured 
mechs and anti-gravity generators. Later on, the action drops 
down to the sewer levels packed with hideous crab-like 
creatures as the game builds towards its explosive climax 
with... well, we’ll let you find out what the final bosses are, 
but trust us — you'll be amazed. 


BREAKDOWN 2 


Turok’s 3D world is solid 
and convincing, and the 
attention to detail is just 
phenomenal. The only 
disappointment is the 
closeness of the fog. 


Atmospheric music that’s 
themed to terrain rather 
than the levels. Weapon 
effects are meaty, and 
the grunts and screams 
are awesome. 


After half an hour of 
getting used to the 
controls, you'll have 
Turok climbing cliffs and 
ripping dino guts out 
with the best of them. 


’ ook out 
or glowing por- 
tals - they 
appear randomly 
and lead to hid- 
den sub-levels. 


FUTURE IMPERFECT! 

Hidden on each level is a piece of the mysterious artifact 
known as the Chronosceptre. Rumoured to be a weapon of 
unprecedented magnitude, the Chronosceptre is essential 
for taking on the game’s final boss. 

Trouble is, each piece is so 

well hidden that it'll take 

hours to find it. 


= 


COMMENT Not only is Turok the best one-player 3D shoot-’em- 
up I’ve ever seen (and that includes Quake), it’s also encouraging to 
see third-party software of this quality so early in the N64’s lifespan. 
Just about every aspect of Turok’s world is convincing, and the 
attention to detail is phenomenal. The way the minigun’s barrels 
slowly stop spinning after firing, the way enemies clutch their 
jugular when shot in the neck... | could go on all day. Turok’s quest 
is also challenging, and it will take most gamers ages to find all the 
hidden areas in each level. My only gripe is that the closeness of the 
fogging effect means that it is often hard to see enemies; back away 
a few steps and they often disappear from sight. At the moment, 
this is the other main reason, aside from Mario, to get an N64, anda 
remarkable achievement for which the developers Iguana should be 
highly commended. 


COMMENT What a rush! The N64 has hardly touched down in 


the UK and already we have two of the finest games ever seen on 
any console. Whereas Mario 64 is amazing because it’s so different 
to anything that’s gone before, Turok takes all the key elements of 
first-person blasters and multiplies the thrills by a thousand. The 
most stunning aspect is the graphics, all the dinosaurs and humans 
moving in such a convincing way that you’d almost swear they're 
real. In the jungle levels you also get the feeling that you’re moving 
around a real environment, rather than the dead claustrophobic 
corridors of Doom. Turok is an amazing game that every self- 
respecting N64 owner MUST own! 


Turok packs a massive 
challenge, even for 
experienced gamers, 
and the eight huge 
levels will take a long 
time to wade through. 


he mighty LUCASARTS makes its N64 debut 

with this awesome Star Wars shoot-em-up d 
extravaganza. Yes, my young Jedis, Shadows sue \ 
OF The Empire is here! ; a? 


| # 
A long time ago, in a galaxy far, far away... 1 w 
Following the destruction of the first Death | \ 
Star, the Rebels flee to a new base on the 
ice planet of Hoth. Meanwhile, Darth 
Vader scours the galaxy for his son, Luke i ; 
Sykwalker, seeking to turn him to the : io . 
Dark Side. However, a simister new ‘ ™ 
player is about t@enter i. game: Dark H ‘ 4 
Prince Xizor, rulergof the Black Sun 4 7 _ 
criminal OfganiSatin. Xizor is eager to 
gain the respect Of ¥he evil Emperor 
Palpatine and take er’s place at his » 
right hand. By MiurdeRing Luke, Vaders 
influence with the Emperor would 4 . | { 
diminish, allowing XiZok to seize his | 
chance. However, a young mereenaty is 
about to become embroifed in the plot and | 


throw a hydro-spanner in the works... = ; mm 
DASH TO THE RESCUE! 5 r 


Unlike in previous Star Was games, you take on wt 
" the role of a new hero: Das SA Rendar, aySmuggler Bic act 
Janet- sized ego (unsufprisingly, he’s an 1 4 
olo’s). When¥the Empire : oie 


fpriserattack on the Rebel base = = . 
ishly offers his assistance. % ’ 
esn't realise the full 
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A WHOLE NEW CHALLENGE! IN: THE BEGINNING... 
SOTE offers four difficulty settings, ranging from Easy (which is still SOTE features ten levels of hot Star Wars action spread across four 
pretty tough) to Jedi. However, if you wish to view the entire end linked ‘chapters’. Four of the levels see Dash piloting various vehicles 


sequence, you'll need to complete the game on the Medium. Luckily, the and spaceships, while the rest are Doom-style first-person blasts. 
game can be saved after each level, so if you die at least you rejoin the | Whether Dash is running around on foot or piloting a spaceship, there 
game at the same point you left it. Also, hidden throughout each stage _— are several viewpoints to switch between: 
are Challenge Points; if all are found, really cool bonuses 

are awarded depending on 


the difficulty setting! & CHASE! IN COCKPIT! 


al 


MOVIE! 


CHASE! 


MOVIE! 


Olof | thought you were std on Yeah... [see you sull tly the Outrder. | hear 
jounty hunter trouble bring she’s almost as fast as the Falcon now. 
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PART st:.\THE BAETEE< OF HOTH 


Watch for 
destroying the rns 


BATTLE OF HOTH valuable Challenge Points. 
This Trst evebeadanlaaini net 8'20°s. The first couple aren’t too bad, 

with Dash battling Imperial Probots and AT-STs in a borrowed Rebel 

Snowspeeder. However, in the third stage, giant AT-ATs enter the fray 

and it takes more than mere blasters to eliminate them; instead, Dash 


must use his Speeder’s tow cable to entangle their legs and bring them 
crashing down! 


ESCAPE FROM ECHO BASE 

The Empire has destroyed the main generator, locking the hangar doors 

and trapping Dash’s ship, The Outrider. Not wishing to leave his beloved 

spacecraft behind, Dash sets off in search of the back-up generator which 

will open the doors and allow him to make his.escape. However, patrolling 
Base.are.lmperi 210 , agerous Wampas! 


Health 


Shoot crates fo ’ ghee ASTEROID CHASE 
for hidden s Bees 7 = Dash escapes in the nick of time, 
health top-ups * 4 _ but before long he encounters 
and blaster ‘ } ‘ more problems. An Imperial Star 
upgrades: sf . 4 Destroyer blocks his path, forcing 
—— ‘ Dash to flee through an asteroid 
belt. With swarms of Imperial 
ships hot on his tail, Leebo, Dash’s 
robot sidekick, grabs the Outrider’s 
controls whilst Dash mans the gun 
a turrets and endeavours to see off 
WH ’ = the enemy assault. His biggest 
a 4 threat is the TIE Bombers - their 
Laser® 


missiles cause severe damage 
upon impact. 


tse 
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From IG-88 Dash discovers that Boba Fett is hiding at Gall Spaceport. 
Unfortunately, the port is an Imperial stronghold, which means the only 
ORD MANTELL JUNKYARD way in is on foot via a secret smuggler’s entrance. Once inside the base, 
Han Solo has been captured by Boba Fett. Dash must locate the jet-pack, which enables him to cross gorges, and 
However, Dash realises that IG-88, another find Fett before he can make his escape on board his ship, SLAVE-1. 
bounty hunter, knows Fett’s location and 
goes in search of the droid, who has 
stopped off on Ord Mantell to repair his 
spacecraft. The only way to reach IG-88 
is via the trains which are used to 
transport scrap across the planet’s 
massive junkyards. Dash must jump 
from carriage to carriage, dodging 
beams and griders whilst keeping an 
eye open for sniper droids. 


Healt 


rag i 
i i 


Neat) ina | 


Cla 
Save your 
blaster 
upgrades for 
the encounter 


with Fett! 


| 
feitaser 


“Healt 


IMPERIAL 

FREIGHTER SUPROSA 
Dash infiltrates the Suprosa in 
search of Imperial construction 
plans. Dash must explore the 
ship’s maze-like corridors while 
avoiding Stormtroopers, droids 
and automatic guns. Once Dash 
finds the data, he comes face to 
face with a massive Loader Droid! 


MOS EISLEY AND BEGGAR'S CANYON 

Luke returns to Tatooine to continue his Jedi training. However, Leia, 
concerned for his safety, asks Dash to watch over him. In Mos Eisley, 
Dash learns that Jabba the Hutt has ordered a gang of swoopbikers to 
find and kill Luke. Dash hops on his own swoopbike and gives chase, 
seeking to foil the plot. Dash must ram the bikers off the road and 
reach Luke’s refuge to warn him of the approaching danger. 


‘Heaith 


NINTENDO. 


PART IV: LAIR OF THE DARK PRINCE 


SEWERS OF THE IMPERIAL CITY 

Seeking information, Leia foolishly agrees to meet with Xizor and is 
promptly made a prisoner of his palace in the Imperial City. Dash 
decides to rescue the Princess, but the only way into the palace is 
through the city sewers which are guarded by Imperial troopers. Even 
worse is the threat of being crushed by waste disposal machines or 
eaten by the deadly Dia-Nogas which dwell within the murky waters. 


Remember that none of the 
blaster upgrades work underwater! 


XIZOR'S PALACE 

With the Princess safe, Dash attempts to put Xizor out of the picture for 
good. Leebo informs Dash that there’s a way to separate Xizor’s Skyhook 
space fortress from the palace. Whilst avoiding the guards, wall-mounted 
blasters and Xizor’s assassin droids, Dash must place pulse bombs on 
three service panels in order to disconnect the palace from the Skyhook. 
But Xizor has one last ace up his sleeve - a giant Gladiator Droid! 
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SKYHOOK BATTLE 
Xizor flees to his Skyhook, with Dash and the Rebel fleet in hot pursuit. 
Meanwhile, Vader has learnt of Xizor’s plot, and sends a Star Destroyer 
to deal with him. An awesome three-way battle ensues. With Leebo at 
The Outrider’s controls, Dash must shoot down wave after wave of Star 
Vipers. Then, at the Skyhook, 
Dash has to pilot The Outrider 
while shooting out the station’s 
gun turrets, before flying inside it 
to destroy the reactor! 


Don’t bother engaging the 
TIEs and Vipers - head straight for 
the turrets and take ’em out! 


SOTE is a mix of rough 
and smooth, but overall 
it adds up to a great 
game. And if you’re a 
Star Wars fan, you can 
add 5% to the mark. 
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W 
lready a smash hit in America and ‘N 

Japan, the Fantastic Pilotwings 64 is Ss 
now winging its way to the UK. And as : 
youd expect from NINTENDO, it's a Flight S 
sim with a difference... 


If you’ve ever dreamed of soaring solo above the clouds, Pilotwings 
64 is an essential buy. Six young pilots have gathered together to 
take part in a range of airborne missions, all in the hope of winning 
aviator’s badges and receiving their pilot’s licences. In all, 28 varied 
courses are ready to be explored, requiring our heroes to pilot 
different vehicles, from Gyrocopters to Hang Gliders, and from 
Rocket Belts to Icarus-like Birdman wings. Reach for the sky! 
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MISSION: IMPROBABLE! oe 
To win badges, you must complete 
missions. Some of these involve 
flying through hoops, shooting 
a tearaway robot, negotiating m SELECT VEpeCLASS 
tunnels, bouncing balls across an re 
island or taking photographs of an yheciure pecctrse, itachi MF 
oil refinery. If you score more than y 
70% in a certain event you'll win a 
Bronze badge, while 80% will net 
you the Silver. However, if you 
fancy yourself as a Top Gun, aim 
for the 90% Gold badge as three of 
these on any course will give you 
access to a bonus game! 
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BY: 
NINTENDO 


PRICE: 
£54.99 


o~ oa stem Ko TELEPHONE: 
01703 653377 


Nag . | RELEASE: 
PONT conan MARCH 1st, 1997 


GAME TYPE: FLIGHT SIM CART SIZE: 64 MEG 
NO. OF PLAYERS: 1 BATTERY BACK-UP: YES 
MULTI-PLAYER MODES: NONE MEMORY PAK: NOT USED 
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GUke oh 


Only use the Rocket Belt’s 
air brakes in an emergency - they 
eat up fuel like nobody’s business! 


UP AND AWAY! 


ee Tip & 
ww. in the hang 
glider events, 

use the pretest 
map_to-plan 

out the besf 
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FREE AS A BIRD! 


Although mastering the 3D Stick is your first priority, Pilotwings 64 
also requires you to choose the best pilot for the aircraft in question. 
Here’s a quick introduction to the flight crew... 


As medium weight contestants, Goose and Ibis are best at the rocket 
belt and skydiving events. 


Hawk and Robin drop like a lead balloon when strapped to a glider, but 
sit them behind the controls of a gyrocopter and they’re ace! 
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All the 28 courses take place on four huge islands, each boasting : . A mR ics “deen ala 
incredible 3D scenery and unique landmarks. Let’s take a guided tour... . ‘ every time! 

est WK 
ALLS FAIR! LIGHTHOUSE! 
Gasp as you glide past the detailed ISLAND ONE: HOLIDAY ISLAND To stop ships and boats crashing, 
funfair, complete with ferris wheel This small island is blessed with little or no wind, ensuring that the there’s a cool lighthouse too. Not 
and merry-go-round! smaller pilots aren’t flung around like rag dolls. It also has a number much cop for air lovers, though! 


of interesting tourist attractions... 
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SURF’S UP! 

Just pay a visit to the coast to see 
the deserted beach, golf course, 
moored boats and beautiful bridges. 


SAY YER PRAYERS! 

This island also features a high- 
towered monastery on top of a hill. 
But who's that flying around it...? 


RESORT TO THIS! 
ISLAND TWO: CRESCENT ISLAND! ...But if you want more comfort, 
ly through a few of the _ After exploring the relatively small Holiday Island, Crescent Isle will this resort is ideal. Just look at the 
and’s any stone arches! __. seem enormous! A lush green island with a secluded bay and second motor boats riding the waves! 


- smaller island, there’s literally loads to see. 
03°19"62 


ON CAMPING! © 
rtier holiday maker, 
excellent little campsite 


THE CAVES! 
There’s also an underground cave 


system packed with secrets. You’re 
gonna need that rocket belt... 
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THE LIBERTY BELLE! 

Just look at this! Yes, you can fly 
right up to the Statue of Liberty 
and circle around her at will! 


You can even glide alongside a 
Space Shuttle as it lifts from the 
launchpad! 


BACK TO SCHOOL! 

If you hover close to the surface of 
the waves, look out for a school of 
whales coming up for air! 


104 ket 


SPEEO 


WELL OIL BE DAMNED! 

Oil rigs can also be found out to 
sea. For a laugh, try flying through 
the flames at the top of the tower... 
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n the last Jumble Hopper 
stage, see if you can infiltrate 
Nintendo’s Seattle HQ for a surprise... 


RUSH TO RUSHMORE! 
ISLAND THREE: LITTLE STATES Shake your head in disbelief as you 
Without a doubt the most exciting - and biggest — island of them all. reach Mount Rushmore. Try shooting 
Take in all the sights and sounds of the US of A on this mini-tour of Mario's face for a surprise... 
the States, complete with many famous landmarks. 
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HOORAY FOR HOLLYWOOD! 
And if all this isn’t exciting 
enough, jet over to Hollywood and 
soak up the atmosphere, man! 


AMAZING ACCOMMODATION! 
ISLAND FOUR: EVER-FROST ISLAND Naturally, the island also has 
Perhaps the toughest of the islands, Ever-Frost Island features strong excellent hotels and chateaus for 
cross-winds and freezing blizzards. However, you'll be too busy the pilots to relax! 
exploring every nook and cranny to notice! 
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ICE LANDS! 

To test your co-ordination and 
nerves of steel, try landing on one 
of the floating blocks of ice. 
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Winning Gold badges is your key 
to unlocking the awesome 
bonus games. Whereas the 

main events pushed your flying 
skills to the limits, the bonus games put 
their emphasis on fun. 


Instead of relying on engines and thermals, the pilots are now This isn’t flying, it’s falling with style! Simply aim a huge cannon ata 
strapped to huge wings which they can flap and take to the skies. It’s distant target and try to shoot your chosen pilot into the centre. 
the best way to explore the islands. Aren't you glad it’s just a game? 


wre 


These springy boots propel your pilot far into the distance. There’s 
no way to stop jumping, so you must steer your character towards a 
glowing Goal in the distance. Not easy... 
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Simply throw yourself out of a plane and fall to earth! But on the way 
down, try to meet up with three other pilots and perform some aerial 
stunts, then land on a target. Easy. 


STRATEGY Sa ES Ba 


Nintendo comes up with 
another winner! PW64 is 
an outstanding game and 
a unique experience, but 
it probably won't be to 


everyone's taste. 
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Wein: one and all to the new Nintendo Tips Centre. | 
am the Cosmic Cracker, my eternal quest to search 

the universe for the latest and greatest Nintendo cheats. 
Joining me on my travels are the Nintendo Hotliners, and 
together we aim to bring you the Finest hints, tips and 

player's guides this side of Rigel VI. Strap yourselves in and 
prepare for lift-off, my brethren! 


London E14. 


TURN BUTTERFLIES INTO 1-UPS 
NINTENDO. 


This neat little trick works On Course 2, 
Course 12 and Course 13. As you walk 
around look out for clusters of butterflies 
flittering from the trees or grass. Punch 
them as they fly past and they'll turn into 
either 1-Ups or — take care! - bombs. 


PENGUIN RIDE i 


This is a smart and very flash way of 
getting across the ice bridge on Course : 
10 - excellent for impressing your 
mates! Instead of walking to the side of 
the penguin, try jumping on his head. 
Mario will now be carried safely across 
the bridge, avoiding the strong 

gusts of wind that normally 

push him off. 
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PILOTWINGS 64 


IT’S-A ME, WARIO! 


SUPER MARIO 64 _smeiyp 


_ CONTROL ENDING CAMERA 7 


a % 
NINTENDO‘ [lilies ; 
, . 


This isn’t really a cheat but it’s quite cool. 


noneth After defeating Bowser for the 
final ie ju can control the Lakitu camera 
during the enc 


ou have a 
second co a G 


— 


On the first cannonball bonus stage, look out 
for an unusual face amongst the Presidents’ 
fizzogs on Mount Rushmore. Aim for Mario’s 
es face and shoot at full power. If you managed to 
p, wi 3 plunge your character into Mario’s face, it'll 

a. Ss , turn into Wario! 


Want to go sight-seeing in the US of A but 
keep running out of gas? No problems! To 
refuel your Gyrocopter or Rocket Belt in Little 
States, fly along the northwest road from Cape 
Canaveral and look out for a small petrol 
station on the left. Circle around it low and 
slow and watch your gauge rise. You can also 
refuel at the little town near the nuclear power 
plant (no, not Springfield, doh!) — just fly under 
the petrol station’s roof. 


STAR LOCATIONS 


Just in case you’re wondering where all the 
Birdman stars are, I’ve listed them for you. 
So here you go: 


t it’s fun. Go to 
e Mario lose his 
but don’t 


collect it. Inst 
use it and then walk ba 
you near the precious item, 
towards it until Mario grabs 
another cap underneath! You peat this 
process fifty times, and watch the caps 
stack up! Alternativelypgo tO 
Course 10 and repeat the 
trick above. Now, when : 
Mario goes to 
collect his cap, try 
grabbing it just as 
you reach it. With 
luck, Mario will 
end up holding a 
cap! Mario can now run 
around and hit enemies with his cap, 
and he won't put it on until you either use a 
warp again, win a star or exit the Course! 


Holiday Island 


Under the natural arch on the beach 


Crescent Island 


In a hidden cove on the beach 


__ STREET RACER _ 


CUP CODES 


GAMEBOY 


Here’s a couple of passcodes that'll let you 
skip through to this excellent racing game’s 
advanced tournaments: 


Little States Island 


In Central Park in New York 


Ever-Frost Island 


Deep inside the cave where the elaborate 
waterfall comes from. 
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SER LEVEL 


In the first Rocket Belt level, fly into the cave 
near the waterfall on Holiday Island. Fly deep 
into the cave, right up to the metal grating. 
Now fly back out, and you'll see that day has 
turned to night! 
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ULTIMATE CHEATS 


MEET TH 
OTLINERS! 


Now here’s something cool. Joining the 
from the game. Nintendo Tips Centre are the Nintendo 
ERASE Deletes all the high scores from ; Hotliners, crack gameheads who are ready 
the table. { t is & and willing to answer your questions 
TUFST = Remove all DK and Star Barrels; y= about any Nintendo game. From now on, if 
complete the game in this mode you're miserably stuck, you can write to 
to obtain the fabled 105%. Nintendo Magazine and see your problem 
ASAVE _ This handy little number will sorted out on these very pages! Okay, 
automatically save your game that’s the formalities over and done with, 
every time a stage is finished. let’s meet the boys: 


ALL BONUS COINS 


Gosh, yet another exclusive! This is the 
cheat you’ve all been waiting for: get 
all 85 Bonus coins immediately! As Fave Game: 
above, highlight an empty save slot are re , Zelda: A Link To 
and press L, L, R, L, L, R, L, R, L, R, — _. CaF The Past. 

then enter WATER when requested. mi. ¥ Special Subject: 
Now start your game, jump into the Nu % RPGs. 

water and swim inside the waterfall. Now les 
play the Simon game to win a special coin 
giving you all 85 Bonus coins. Cool, eh? 


Well, what can | say? Are these the hottest tips 
or what? This month | can exclusively reveal 
the ultimate codes for DKC3. To activate them, 
highlight an empty game slot and press: L, L, R, 
L, L, R, L, R, L, R. Now enter these five-letter 
codes to activate some really neat cheats: 
HARDR This will remove all the DK Barrels 


Similar To: 
Julian Rignall. 


Similar To: 

The Hulk, Droopy. 

Fave Game: 
3300 ga ——— ae Turok: Dinosaur 
RY KEN Hunter 

Special Subject: 


HIDDEN STAGE AND COLOURS 


I’ve had no end of calls screaming for SF 
Alpha 2 cheats, and thanks to Eon Pilgrim, 
here they are: 


This hidden background can be activated 
when in VS mode. On the Stage Select screen 
highlight Sagat’s stage, then hold down Start 
and press any button. 


On the*Character Select screen, highlight 
Akuma and press-all three punch buttons. 


On the Character Select screen, highlight 
Gen and press all three punch buttons. 


On the Character Select screen, highlight Ken 
and press all three punch buttons. 


Win. three games in a tow and finish with 
Perfects, then Akuma will challenge you. 
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ISU 


Shoot-'em-ups. 


Similar to: 

Tori Amos, 
Chewbacca. 
Fave Game: 
Killer Instinct. 
Special Subject: 
Beat-'em-ups. 


Similar to: 

Dave Perry, Ronin 
from Boyzone. 
Fave Game: 
Perfect Striker. 
Special Subject: 
Platform games. 


Obviously, due to space limitations we 
can’t guarantee a reply to every letter we 
receive, so remember: if you’re desperate 
for instant relief, you can contact the 
Nintendo Hotline on: 


{ Nintendo) 


ay 


TS 


A MONKEY’S GUIDE PART 2 


mw) Dixie and Kiddy Kong's adventure continue as we 

~ visit K3, Razor Ridge, Kaos Kore and the Lost World, where 
we show you how to find all the Bonus and DK Coins. Plus, we 

reveal the secret locations of those mysterious Banana Birds! 


eal Lah TOBOGGAN 


Wet 


K3 


WORLD 5 


_ 


19] BONUS BARREL 


Past the first DK barrel, go up until you reach a long rope with a 
Klasp on it. Go left past the Klasp, where you'll see the barrel. 


Past the Continue, you'll see a gap on the right. Jump through it to 
find the letter ‘N’, then throw Dixie up and right to find the barrel. 


OK COIN 


Past the ‘O’, go left at the next opportunity. Pick up the steel keg 
and bounce it off the right wall above you. Now quickly run 
towards Koin so that he doesn’t bounce the keg back at you. 
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‘TST BONUS BARREL | ZND BONUS BARREL 


Past the letter ‘kK’, use the —<Once past the | : 
barrels to jump across to the Dixie to spin-fly to the right 

left and then back to the Right and find the barrel at the very | 
to find the barrel edge of the waterfall. 
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OK COIN 


Spin- fly to the right from the letter ‘K’, then pick up the keg and 

walk right. Kill the Bristles, then face right and throw the keg up 

into the air — it'll bounce back at you. Run left, then either jump — 
- over Koin or stand on him — the barrel will now hit him. | 


Bleak will throw four snowballs at first - dodge 

them then throw snowballs back, trying to hit the 
blue area on his chest. Next he'll throw eight 
snowballs — keep dodging and aiming for his 

chest. Next he’ll move to the middle of the screen 

and fire snowballs from his hat — he’s invincible while 
he’s doing this so just avoid the onslaught and then, 
when he stands up to laugh, attack. Finally he'll move 
around quickly, throwing more snowballs. Keep hitting 
his blue chest area to finish him off. 


The first barrel is found right Past the Continue and the ‘C’, 
at the start of the level, gently you'll arrive at a hut with the 
floating above an angry red barrel in front of it. To get to 
Buzzer — use Kiddy to throw it, jump over the hut and run 
Dixie up and into it. back from the left. 


~ 


Just after the letter ‘O’, pick up the keg and stand on top of Koin’s 
shield. Throw the keg across to the left so that it rebounds off the 
ice wall and hits Koin. 
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BUZZER BARRAGE 
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1ST BONUS BARREL 
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2ND BONUS BARREL 


OK COIN 


Se 


At the end of the level, when you're fired upwards, go left. You'll find 


1 ST BONUS BAR R £ fe 3 E a keg — use it to defeat the Koin to your right in the usual manner. 


Past the fourth Gleaming Bream you'll come across two Lurchins. 
Swim down past the two snap-jawed Croco Fish then, when you 
reach the next fish, go right to find the barrel. 


2ND BONUS BARREL 


Past the letter ‘G’, go right and kill the two Lurchins — this will clear 
the path to the barrel. 
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1ST BONUS BARREL 


At the letter ‘K’ use Kiddy to get the TNT. Now jump right as far as 
you can — a hole in the cliff will appear, leading to the barrel. 
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ZNO BONUS BARREL . . ZNO BONUS BARREL | 


First you must guide Parry safely to the end of the level. Once past 
the ‘No Animals’ sign, Parry will turn into a barrel. 


OK COIN ee wen aK COIN” 
Go left past the Continue. Just after the first set of Buzzers, drop 


down to find Koin (he’s just before the letter ‘N’). Throw the keg 
off the wall to kill him. 


Swim above Barbos’ head and wait for the green 
Lurchins to appear. When the Lurchins are open, hit 
them — they’ll rebound off the walls and strike Barbos’s 
defensive pink Lurchins. Once defenceless, hit Barbos 
to make him go into his next attack phase. Here, lure 
the missile shells so that they're facing Barbos then, as 
soon as the shells start flashing, swim out of the way. 
Destroy the pink Lurchins and hit Barbos to enter the 
final attack phase. This is easy — just avoid his waves 
of spikes, then attack him. 


& 
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KAOS KORE 


AD. 


WORLD 7 


At Continue, go back left. Throw Dixie up the cliff, then go left. Use 
Dixie to spin-fly under the barrel to the other side — the barrel ‘s here. 
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Find Squitter (above the Buzzer past Continue), then go right to the 
Krumple. Use Squitter to climb past the Ghost tubs to get the barrel. 


ee 


~~ 


Near the level’s end you'll find a keg. Jump up to the Ghost barrel and 
release the keg just before you hit the barrel. If done correctly you 
should be fired at Koin while the keg trundles along and hits him. 


— 


LIGHTNING LOOKOUT 


1ST BONUS BARREL 


2ND BONUS BARREL 


rat 
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1ST BONUS BARREL 


From the Continue, move back left along the rope then jump to the When you go down for the first time, 
left above Bazuka to enter the barrel. keep going left to find the barrel. 
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ZNO BONUS BARREL 


Just past the letter ‘N’, jump up off the next Kaboing to end up in Travel past the section with the the Coco’s and Lurchins, then swim 
the Bonus barrel. downwards — here lies the barrel. 


OK COIN 


Past the second bonus barrel, you'll see Koin is being fired at by a You'll arrive at Koin after you finish playing the second bonus 
Bazuka. Activate the switch above Bazuka to turn the barrels into game. Stand on Koin’s head and throw the barrel at the wall 
steel kegs. Now move above Koin until the coin is freed. to get the coin. 


KASTLE KAQS 


Dodge KAOS’s thrusters and throw a barrel at its head. Now dodge the 
grenades and throw another barrel at its head to make K. Rool appear. 
Grab the handles at the sides of the screen to release a barrel. Drop down 
and duck to avoid K. Rool then, when he passes, pick up the barrel and 
throw it at his backpack. If hit K. Rool will spin 

around the screen, so watch out. 

After being hit twice, K.Rool will pull out a 

remote. Jump onto the platform on the right, 

then leap along the four handles to release a 

barrel. Go back to the platform and throw the 

barrel at K. Rool’s backpack. Hit it twice and 

another attack will begin. Stay on the platform 

as it zooms left. Now use the moving platform 

to reach another handle, ducking to % 
avoid K. Rool. Pull the handle to release 

a barrel, and throw it at his backpack 

twice to enter the finale. 

The platforms at the sides of the screen are safe areas. 
When possible, jump up and grab a handle to release a 
barrel. Grab the barrel and jump onto the nearest platform, ‘ j 
then throw it at K. Rool’s backpack. Do this three times to win. + 


‘s 
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1ST & 2ND BONUS BARREL og : 


At the level's start, throw Dixie into the top left of the screen to find 
the barrel. The second barrel can be found right next to the first one. 
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3R0 BONUS BARREL ZN0 BONUS BARREL 
Guide your featherd friend Parry to the end of the level and he'll 
turn into a barrel when you reach the ‘No Animals’ sign. 


5 


5 « is : : a 
2 = SS Ss 
oe e fx Sih 3% 
ae ¢* A te) ¥ —— * 
a¢ t a Bs a 3 
a °+) ot ’ hy ae a Ee § ; Ry 
© = ox wl sy 4 


UK COIN : NK COIN 
Guide Ellie safely past the ‘No Animals’ sign to receive a steel 


keg. Carry it past the end flag and throw it at the wall behind 
Koin to earn your prize. 


ES! 
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SWOOPY SALVO 


Past the letter ‘K’, move into the tree on the right and then drop When you come to some bananas and a Buzzer, fly up and thru the 
down into the barrel. hole. In the tree you'll see two Buzzers — the banana is a secret barrel. 


OK COIN 


After the Continue, move up thru the level. Past the two Swoopys Koin can be found just after exiting the second Bonus room. In 
that stick into the tree, you'll come to a constant stream of them classic fashion, pick up the steel keg and rebound it off the trunk 
travelling from the left. Jump on these and go left to the barrel. of the tree to kill him. 
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OK COIN 


Take all five cogs to Boomer Bear to uncover the location of K. Rool’s 
secret submarine hide-out. This is your chance to kick K. Rool out of 
Kong Country for good! 

To avoid being hit by the glowing boulders, stand in line with the 
helm. Once the lightning stops, grab the steel keg and throw it into 
the air vent when K. Rool is underneath the opening at the other end. 
When K. Rool attacks personally, grab a barrel and hop onto one of 
the giant static balls at either side of the screen, then throw the 
barrel at his backpack. 

Repeat this process twice and K. Rool will retreat and repeat his 
earlier boulder attack. Once again, throw kegs through the air vent to 
hit him three more times, although take care ’cos after the second 
strike the floor will start to move. 

Finally, the floor will stop moving and K. Rool will start firing electric 
bolts at you. Use the metal keg as a shield then, when the danger 
has passed, pick it up and throw it at K. Rool’s backpack. Repeat this 
once more, and the floor will start to move again. Now hit him in the 
back twice more to beat him! 
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LET ME TELL YOU ABOUT THE 
BIRDS AND THE BEARS... 


Mystical Banana Birds are hidden throughout Donkey 
Kong Country. There are thirteen to find in all, and if 
you locate them all there’s a special ending to enjoy. 
Also, on your travels you'll meet the 

friendly Brothers Bear. By giving 

them coins or doing them favours 

you'll gain vital information and 

sometimes, if you’re lucky, a 

Banana Bird or two. 

Here, for your reference, is a guide to all 

the Banana Bird caves and some advice 

on how to help the Bears: 
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BAZAARS GENERAL STORE 


Bazaar will provide you with a Mirror and a Shell if you have 
enough Bear coins. The Mirror needs to be taken first to Barter and 
then Baffle, and the Shell needs to go to Barnacle. 


BRAMBLE BEAR 


Bramble is a flower collector. Pick the Flower from the path beside his 
bungalow and give it to him in return for a fruity Banana Bird. 


BARTER BEAR 


Barter is in possession of Bjorn’s No.6 wrench. Give Barter the 
Mirror (from Bazaar’s General Store) in exchange for the wrench. 


RTCR BEAR 
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KREMWOOD MEKANOS 
FOREST 


Swim under the bridge and 
over to the beach to discover 
the crystal cave. press the ‘A’ button to reveal the 


Jump into the water and head 
for the sandy cliff. Once there 


cave entrance. 


Barnacle needs just one more 

shell to complete his collection. 
Buy the Shell from Bazaar and 
take it to Barnacle to receive a 
Banana Bird. 


¥ 


Oh dear, Blue hasn’t been given 
a present this year. Visit Blizzard 
and take the present he gives 
you. Give it to Blue and he'll 
reward you with a bowling ball. 


ial 


KAQS KORE 


The cave is only reachable via 
Bjorn’s chair lift. Sadly it’s broken, 
but all you need to do is retrieve 
the wrench from Barter Bear and 
give it to Bjorn. 


Give Boomer 85 Bonus coins and 


Chair lifts are the name of their 
game, but only Benny's works at 
the moment. Bjorn’s needs fixing 
and he can only do this once he 
has his trusty wrench back. Get 
the mirror from Bazaar and swap 
it for the wrench at Barter’s shop. 


he’ll unblock the entrances to 
the caves. After each level is 
completed, you'll receive a gold 
cog. Collect five of them and 
give them to Boomer — he'll be 
so overjoyed that he'll reveal K. 
Rool’s hidden vessel. 
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elcome to a new section in the Nintendo 

Tips Centre. With the aid of the Nintendo 
Hotline, Classic Corner aims to answer the 
most frequently-asked questions about your 
favourite games. Remember: this is your 
section; if there's a game that youd like to 
see covered in the Future then write to me, 
the Cosmic Cracker, at the usual address. 


\q 
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A LINK 


TO THE PAST 


THE QUEST BEGINS... 


What better game to kick off Classic Corner than The Legend Of 
Zelda: A Link To The Past, one of the greatest RPGs ever to grace 
the Super NES! In the following, directions in capital letters (e.g. UP, 
RIGHT, etc) indicate moving from room to room. 


Q: How do | throw bombs? i 
A: Place one down using the ‘A’ button, then pick it up and throw it. A: To beat the evil king you must strike his head twelve times 


4 with the hammer, then finish him off using the sword. 


 ) ee How do | get past the first room in Swamp Palace, 
ave the second Dark World dungeon? 

\_ A: First Link must return to Light World, re-enter the 

) Palace and then open the watergate by pulling the right- 
hand lever. Now return to the Dark World Palace and 
swim across to the ladder. 


A: You must come back when you have the bombs. Push the 
tombstone in the very top-left corner of the graveyard (picture 1) to 
uncover a hole. Drop down the hole to land in the middle of a secret 
path to Sanctuary. 


A: Push back the top-right gravestone in the graveyard (picture 2) to 
reveal a tunnel leading to a chest containing the Magic Cape. 


A: Go up to the fifth floor. Step on the Star next to the Bumper. 
Walk up and right to the pit in the top-centre of the room and drop 
into the pit from above. Link will fall down a floor, landing right in 
front of a chest containing the Pearl (picture 3). 


Q: What must | do once | have the Master Sword? 
A: Head to Hyrule Castle to defeat 
the evil wizard, Agahnim. 


A: Search the maze for Kiki the 
Monkey (look out for holes in the 
bushes which'll allow you to walk 
through them). Talk to Kiki (picture 
4) and pay him his asking price — 
he’ll then open the Palace gate. 


56 All tips verified by the Nintendo Hotline (01703) bS52222 


STC kammmnand 3 
J 


¢C 


Q: How can I get to Skull Woods? 
A: Link must use the Hookshot to 
grapple to the left behind the 
Pyramid in the Dark World. 


A: Use the Fire Rod on the large 
grey beetle in the top-left corner of 
Skull Woods (picture 6). 


Zelda has just 
been re-released ata 
budget price. Go and 
buy it now! 


A: Well, the answer is... YOU CAN’T! She’s actually the boss in disguise. 
You have to take her to the main boss room once the Sunlight Room 


above has been bombed. 


A: Use the Magic Powder on the green statue (picture 8) and it'll half 


your magic consumption. 


Q: Where’s the Blacksmith’s partner? 


A: In the Dark World, just down and to the left of Thieves’ Town, look 
out for a small frog. Believe it or not, this is the missing brother! 


Q: Where’s the Gossip Shop? 


A: This is the Light World equivalent to the Blacksmith’s shop in the 


Dark World. 


A: Take it to the middle-aged man who sits at the entrance to the desert 


in Light World. 


All tips verified by the Nintendo Hotline (01703) b52222 


A: From the room with the troublesome switch, go RIGHT and hit the 
switch (this activates the blue posts). Now go LEFT, then UP and walk up 
the stairs. Now go DOWN, RIGHT, DOWN, LEFT and walk up the stairs. 
Go UP, LEFT and drop down the hole. Finally, go RIGHT, push the lower 
left block into the hole (picture 10) and then drop down after it. 


Q: How do | get the Big Key in the Ice Lake dungeon? 
A: Go to floor B2. When you reach the dead end, pull the statue’s tongue 
in the top left corner. 


Q: Where can I find the Super Bombs? 
A: You receive these from the Bomb Shop in Dark World once you’ve 
completed Misery Maze, the seventh Dark World dungeon. 


Q: Where’s the Cane of Byrna? 
A: Go through the portal at the peak of Death Mountain (by Spectacle 
Rock). Walk down, jump off the edge, and enter the cave to get the Cane. 


A: Stand below the blocks on the very edge of the bridge, then run up 
to the blocks (picture 11). You'll crash into them and bounce backward 
across the gap and onto the ledge. 


A: From start, go down the left stairs. Now go LEFT, LEFT, DOWN, RIGHT 
and step on the teleport. Go DOWN and step on the right teleport, then 
step on the lower left teleport. Walk right past the pits and step on the 
teleport. Step on the next teleport, then go RIGHT, UP (through the right 
door) and bomb the floor. Drop down the hole and defeat the Armos 
Knights (picture 12), then go UP and open up the chest to find the key. 


Q: There’s a doorway in the Pyramid surrounded by statues. 
How do | get through it? 

A: You fools! It’s an exit, not an entrance! If you fall down the hole while 
fighting Ganon you'll arrive here. 


HELP! I’M STILL STUCK! 


Whassat? You're still having 
roblems? Don’t panic — 
= = oti can get some hone 
aval a 
= «= 


advice from the guys at the 
Nintendo Hotline on: 


a (01703) 652222 


| DARE YOU CHALLENGE | 


pack: 


aaaargggh!! | am ScoreLord — hear me 
roar! Pathetic mortals, | have travelled 


across the dimensions to set you Challenges on 
various Nintendo games. My first set of three 


Challenges is listed on the right — can you 


heat them? If you can, prove it to me and you 


might see your name printed on this very 
page next month. And if you REALLY impress 
me, | may even give you a special prize too! 


CT! 
Want some advice about how to get good photos of your TV screen? 
Okay. For a start, make sure you've got everything ready to take the 
picture before you attempt a Challenge — there’s nothing worse than 
finishing a game and then, in the time in takes to find a camera and 
set everything up, have the Congratulations screen fade away. Make 
sure you take the picture in the darkest surroundings possible by 
closing the curtains, turning off any lights, etc. Finally, when you take 
the picture, make sure you don’t use a flash. 
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THE GAMES TYRANT? 


CHALLENGE #1 


DONKEY KONG COUNTRY 3 
Super NES 


Travel to Kremwood Forest and the Riverside Race. Your aim is to finish 
the race in the quickest time possible and with both Kongs still alive. You 
might be able to beat Brash, but you'll have to do a lot better to impress 
me. When the Kongs are standing by the flagpole, Pause the game and 
take a photo of the screen showing your time, then send it to me. 


CHALLENGE #2 


KILLER INSTINCT 
Super NES 


: 


I've seen a lot of letters bragging how excellent they are at KI. But are you 


good enough to take on this Challenge? Set the difficulty to maximum, 
select a character and start fighting. When you win the Tournament, take 
a photo of the Congratulations screen to prove you did it and to show 
many Continues you used. Those who used the fewest Continues will 
earn themselves a place in my Hall of Fame. 


CHALLENGE #3 


SUPER MARIO KART 
Super NES 


| couldn’t set my Challenges without making one of them Mario Kart- 
based, could I? I'm looking for the fastest times on Star Cup Circuit's 
Bowser Castle 3. Choose either Time Trial or Grand Prix mode, select 
your favourite character (the pros go for Donkey Kong Jr, but he does 
have a tough time on the corners), and get karting. When you pass the 
finishing line, take a snap of your time and send it to me. 


PROVE IT! 


So, you've beaten one of my Challenges, have you? Want to become 
recognised as one of the finest gamers in the country and see your 
name printed on these pages, eh? Fine, but first you have to take a 
photo of the game screen to prove that you beat the Challenge. 
Now send the photo to me, along with your name, address and, if 
possible, a photo of yourself, at: 

ScoreLord, 

Nintendo Magazine, 

37-39 Millharbour, 

Isle Of Dogs, 

London E14. 
To be sure of getting your name and score into the next issue, your 
letter must reach us by February 28th, 1997. 
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SUPER NINTENDO. 


rik, Olaf and Baleog, the y 
eponymous Lost Vikings, are 
back in this superb sequel to 
INTERPLAY's ancient puzzler. 
Join us as we set sail for Fun! 


After escaping from Tomator’s galactic zoo, life 

was good for Viking brothers Erik, Olaf and 

Baleog... if a little dull. After all, once you've battled 

slimy aliens, pillaging just doesn’t seem quite so 
interesting any more. However, one morning, during a 
routine fishing trip, a vast spacecraft looms above the 
Vikings’ ship and beams the hapless trio aboard. Yes, 
Tomator is back — and he wants revenge! But luck is on the 
lads’ side — Tomator’s craft develops a malfunction, and in the 
confusion the naughty Norsemen escape. However, what 
looked like a teleporter home was actually a prototype 
time machine. Now Erik, Olaf and Baleog aren’t just lost 

in space. thev’re lost in time too! Yoikes! 


PUZZLING BEHAVIOUR! 


Lost Vikings 2 may look like a platform game, but it’s really more of 

an action puzzler. Each of the game’s 30 levels is essentially one big 
puzzle, and by using the various skills of the Vikings and their new pals 
you have to work out how to get past the tricks and traps that prevent 
them from reaching the exit. In the early levels these conundrums are 
relatively easy to solve, but later on they get really complicated, with 
many requiring some ingenious team work to get past. 
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Scorch’s wings can carry him into areas no-one else could ever reach, 
although he tires quickly and soon has to land. And like all half- 
decent dragons, he can unleash searing fireballs from his mouth! 
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SUPER NINTENDO. 


Erik is fleet of foot and is now able to jump higher than ever thanks 
to his jet-boots. And with his cyber-enhanced helmet, he can swim 
underwater and head-butt crumbling blocks out of the way! 


Olaf carries a shield which is not only great for protecting his chums 
from fireballs, it can also be used as a make-shift hanglider. And his 
smelly farts are great for lifting him over gaps and smashing blocks! 


Baleog is the ruffian of the bunch, and comes equipped with a 
fearsome laser-sword. His extendable bionic arm is tops for punching 
baddies, and it can also be used to grab poles and swing across pits. 


Fang is an agile sort who can leap almost as far as Erik. He can also 
swipe at baddies with his claws, and his razor-sharp nails help him 
cling to sheer rock walls and scale the inside of narrow shafts. 


HOLD ME NOW! 


Each Viking can carry up to four 
items, such as food to increase 
health, keys to open doors, and 
power-ups (including shields and 
smart bombs). The Vikings can also 
pass items to one another, if they’re 
standing close together. 


The Vikings’ new adventure 
leads them through five 
different time zones before 
they’re reunited with their 
friends back home: 


The Vikings are back on the 
high seas, where they face | 
vicious pirates. 


SUPER NINTENDO. 


Hey, want to know just how 
brain-bendingly cunning 


Lost Vikings 2 can get? Well, 


take a look at this — it’s one 
of the puzzles explained for 
you, showing how you have 
to use characters together 
as a team. And remember: 
this is a relatively easy one 
from an early level! 


ABOVE Eek! Look 
out, it’s Tomator, the 
alien fiend behind all 


of the Lost Vikings’ 
problems! Kill him! 


The Vikings’ first stop is deep, 


dark Transylvania, home of 
ghouls, ghosts and vampires! © 


The Vikings get jungle fever, 
mainly due to attacks from 
gorillas and man-eating plants. 
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Olaf and Baleog are totally 
stumped — the way ahead is 
blocked by stone slabs! 


Next! the Dark Ages, an era of 
knights, wizards and dragons 
— all of whom hate Vikings! 


f 
\ « 
‘a/) 


AN 
3 wate 6” 
nosy 


Sr as SS 


Being unable to jump, Baleog 
uses the nearby post to swing 
across the gap. 


SUPER NINTENDO. 
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At the top of the ladder, Olaf 
again uses his farts to crack 
the blocks in Baleog’s way. 


It’s farts to the rescue again 
when Olaf uses them to jet- 
propel himself across the gap. 


The jutting ledge is actually a 
lift, which Baleog can use to 
reach the next platform. Easy. 


Olaf uses his farts to smash a 
small tunnel in the rock and, 
hunching down, crawls thru. 


GIRL POWER! 


A level is completed once the 
team is safely guided to the 
exit. Luckily, should anyone 
snuff it you can ask Freya, a 
Valkyrie, to resurrect the 
slain chum. There are also 
passwords to every level, so 
you don’t have to trek thru 
stuff you’ve already solved. 


COMMENT The first Lost Vikings was a great game but it did 
become a bit repetitive and tedious in the later levels, with the 
Vikings doing the same sort of stuff and solving the same sorts of 
puzzles. However, there are no such problems with Lost Vikings 2. 
Thanks to the Vikings’ expanded range of skills and the two new 
team members, developers Blizzard have been able to design loads of 
unusual and exceptionally cunning puzzles, meaning that the levels 
stay fresh and intriguing right to the end. Add some nice touches of 
humour and enough action to keep things lively, and you’ve got one 
of the best action puzzlers on the Super NES — and at this ridiculously 
oY low price, you’d be mad to miss it! 
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——<—<————— - | Lost a Wadnge 2 
a | excellent action puz: 
: game that offers ah : 
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Excellent. The Vikings Each of the time zones The control is superb, The 31 levels will take 
are superbly animated has its own unique and the brilliant game some time to beat (the 
which, along with the theme tune, and there design means you're later levels are really 
vibrant backgrounds, are loads of neat spot painlessly taught how tough!) but once it’s 
makes for a brilliant- effects and jingles here to use each of the been cracked you'll 


looking game. and there. hero’s skills. never play it again. 
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ith the Super NES version of NBA Hang 
Time recently receiving a rave review, it's 

time to return to the court as MIDWAY, once 

again, put our basketball skills to the test. 


So, the second sports game for the N64 arrives and — wouldn’t you 
know it? - it’s from the same team who developed Wayne Gretzky’ 
Hockey. It’s unsurprising, then, that the games have many simi 
Both games are oe Te by their respective Leagug 
time it’s the NBA), allowing, all the top names to appear,. t 
combine the serious aspect of sport with a unique blend 
and there are four-player options. Anyway, enough abo 
i nd, let’s get on the court... 
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As Hang Time boasts the NBA officially-licensed MS 

product stamp, this allows all 29 NBA teams to \ 4 5 
appear, complete with their logos and official uniforms 
Each team is rele the worst (Vancouver Grizzlie 
the best (Chicago Bulls) and is made up of five players, alt 

two of them ever appear on court at once. It’s advisable when 
your computer-controlled partner to choose one who specialises 
weakest department. So if shooting is your forté, it might be best 
opt fora partner who's a defensive maestro. 


MILWAUKEE PRESS PSS FOR § ‘ é Mty- 
WNNESOTA A "? 
EW JERSEY. 
4 YORK ; } PA VANCOUVER 
ORLANDO a ites ‘ ve i 4). ie, ok 
‘ \ 


GRIZZLIES 


afte, 
ats. 


GO IT ALONE! 


Although it often seems easier to receive the ball from your 
team mate, keep possession and try to score yourself, your 
opponents will become wise to this after a short while. 
Luckily, the excellent Al means your colleague is quite skilful, 

knowing when to drop back for a pass or make a dash for the 

basket. If you can feed him the ball whilst he’s in the air, more 
times than not he'll slam it through the hoop. 


MONSTER MATCH! 


If you’re fed up with the run-of- 
the-mill players, you can build 

° : ' your own freaky character and 
— “AT LepI send them out onto the 
nL i PYEDR 7 boards. By selecting the 
orn orarg ; — Create Player option you 
is can choose one of 42 
heads, ranging from a 

‘ clown to a cow, and also 
 aPrPNUT Eg © 7? I am | determine the height and 
POW Ec : (“SO t weight of your player, which 

“ : has a bearing on how he 

/ eee | PICK A AME a plays. These home-made 
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dc, tT bis players can then be saved 
: i: ( - 6’ BY Mm = onto a Memory Pak. 
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COMMENT Okay, so NBA Hang Time is hardly using the full 
power of the N64, but it’s still a great game. The graphics are ace 
(although the players’ head movements leave a lot to be desired), 
the sound’s good and the gameplay’s fantastic. The Create Player 
option is a great idea too, although taking a novice player and 
building up their skills can become tiring, especially when you're 
constantly losing to lower opposition. Whether NBA Hang Time 
makes good use of the N64’s technology or not, there’s no doubt 
that if basketball games are your cup of rosie-lee, you'll have no 
complaints with this. 
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TEST YOUR KNOWLEDGE 


AT THE END OF EACH GAME, YOU GET 
THE CHANCE 10 ANSWER ONE QUESTION 
IN THE NBA HANGTIME TRIVIA QUIZ 


SELECT THE CORRECT ANSWER TO EARN 
“TRIVIA POINTS. TRY TO BECOME A TRIVIA 
_ MASTER AND GAIN A SPECIAL BONUS! 


A QUESTION OF SPORT 


Every time you win a tournament match you’re awarded Attribute points, 

which can be used to beef-up your home-made player's skills. However, 

if you’re not too hot on the court but fairly clued up in basketball trivia, TRRNAY- DALLAS 
there's still hope. After every match, regardless of the result, you’re given a A isiepetelie bs 
a random trivia question with multiple-choice answers. If you get the D) MINNESOTA 
question right, you earn 4 trivia points. Collect 10 and you receive 4 t perssrs * 
Attribute points. However, score 100 and you become the NBA Hang Time | ieanarcy | 


trivia champion. Whoooah! ANSWER 


AP DALLAS 
B) PHOENIX 

) SAN ANTONIO 
D) MINNESOTA 


i} 


Despite the player's Although the sampled The play control is very Trying to beat all 29 


heads looking as if speech sounds slightly similar to the arcade teams will take some 
p/ they've been stuck on, muffled, the oddly laid- coin-op’s. Easy to get doing, and the multi- 
< the rest of the graphics back commentator adds into, but you'll need to player modes mean 
; are very clear, bright to the glitz and glamour learn all the tricks to you'll return to this time 
J\ and impressive. of the game. master this game. and time again. 
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[there the name J-League Perfect 
Striker may not be too Familiar, you only 
have to look at the first screenshot to realise 
that this is a 64-bit update of the ultimate 
soccer sim for the Super NES. Yes gamelets, 
prepare yourself for KONAMI's wonderful 
International Superstar Soccer 64. 


Before Gary Lineker set off to the Land of the Rising Sun to make his 
millions playing for Grampus Eight, many of us didn’t even realise the 
Japanese were interested in football, let alone enthusiastic enough to 
form a league. And now here's the first offical J-League football game for 
the N64. Perfect Striker features all the teams and players from the 1995- 
96 season as well as the official logos, badges and stadia. Unfortunately, 
Gary Rineker (as the Japanese called him) had already departed for the UK 
long before the start of the season, 
but we’re not going to let that spoil 
our enjoyment... 


Fae FIELD: 


Before selecting one of 
the eighteen 
teams in the J- 
League, there’s 
the small matter of deciding 
which gameplay mode you 
wish to play. There are three 
match option: Pre-Season 
(exhibition mode to the 
majority of us), League 
and Cup. All the teams are 
rated in three categories, 
Defence, Midfield and 
Attack, with each _&. 
given a score total 


As well as being awarded penalties during a match (as usual), there’s 
also a instant Penalty Shoot-Out option available. Here both players 
control a square panel which 
can be moved around the goal 
area. However, the direction of 
the shot is only determined 
when the penalty taker makes 
contact with the ball. It can 
prove very difficult to hit the 
back of the net as a keeper 
with lightning-fast reflexes 
should be able to react to the 
opponent's cursor. 
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GAME TYPE: FOOTBALL SIM CART SIZE: 64 MEG 
NO. OF PLAYERS: 1-4 BATTERY BACK-UP: YES 
MULTI-PLAYER MODES: YES MEMORY PAK: SAVE LEAGUE 
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WATCH FROM THE ANDS: 


It now seems the ‘norm’ for ‘next generation’ sports titles to feature 
loads of completely useless camera angles. all intended to enhance 
your gaming enjoyment. However, J-League goes against this trend and 
boasts just three, although all can be used during play without you 
having to struggle to keep up with what’s happening on the pitch. Each 
is played from the side view, but you can select between Dug-Out (pitch 
level), Middle Tier (default setting), and Upper Tier (virtually looking 
over the top of the action). 
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After receiving a severe thrashing at the hands of the worst 
team in the league, you might consider stepping onto the 
training field and begin working on your ball skills. Once 
you’ve mastered some set-plays, you can return to the game 
and attempt to put them into practice. 


it’s 
Squint your eyes a iasatearg 
just like watching the telly: 


TEAM PRACTICE 


; Allows your team to work on all aspects of the game like passing, 
“HF shooting (although there’s no keeper), through balls and the good 
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FREE KICK 


The CPU selects a position, and the opposition form a wall. Don’t 


always try to score — it may be easier to chip the ball into the box 
for a forward to tuck away. 


Mr Polygon aims for a shot into the He shoots, he... doesn’t score! The 
top-corner of the net... goalie soars skywards and saves it! 


a DF 


H 
CORNER 
er cal The CPU selects a corner of the pitch and the opposition mark your 


men. Now you can work on play variations like short corners, in- 
swingers or even try to score direct. 
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AVE Tile: DAY = S08 eee 
A unique mode from Konami is the Scenario option. This puts you 
straight in the heat of the action with the game already in full flow. Each 
Scenario is rated between one and six stars, with the one-star games 
being a simple case of holding onto a one-goal lead with approximately 
one minute left to play. However, for the real experienced gamer, the 
three-star game is as tough as they come - you’re faced with the near- 
impossible situation of being four down with two minutes left to play! 


Le TALKING FACTIES 


Before taking to the field you can alter your formation and strategy. 
There are 16 formations on offer which allow you to be as defence or 
attack minded as you want. There’s also a separate mode which can 
change individual players’ tactics. You can now dictate a players’ role by 
giving him specific instructions, like making him stay back, overlap the 
midfielders, or even play man-to-man on a particular opponent. 
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ING WHEN YOUR WINNING! 


One of the most realistic aspects of the game is the atmosphere 
generated by the crowd. Although they begin the game with lots of 
enthusiasm, it doesn’t take much for the crowd to become bored and 
incredibly silent. On the other hand, as the action hots up, so the 
crowd react using Konami’s Response Sound System. You'll even be 
able to recognise some of the chants including the most annoying “Oh 
when the Saints,” which can be heard very occasionally at The Dell. 
Unfortunately, “I’m forever blowing bubbles” has, sadly, been ignored. 
What a shame! 


J-League Perfect Striker 
is awesome, and sets an 
impressive benchmark 
for N64 footy games - 
future soccer sims will 
have to be blinding to 
beat this. 


So, what do you think of my new look? Pretty swish, eh? It’s a shame that those 
Editorial boys couldn't be bothered to smarten up their appearances a bit — nothing 
too Fancy, you know, just a quick haircut or something (although | doubt there's any 
chance of Shaun taking note). Anyway, don’t forget that I'm here for all of you to 
air your views, so if there's something you need to get off your chest this is the place 
to do it. You can drop me a line any time at: Seal’s Mailbag, Nintendo Magazine, 
EMAP Images, 37-39 Millharbour, Isle OF Dogs, London £14. 


WHAT A WALLY! 


Dear Seal, 

Hey, it’s me — yer old pal, Wally the Walrus! In 
case you’re wondering, I’ve just got back from 
a short trip to the North Pole. You see, | felt a 
bit peckish so | swam up there, jumped onto 
the Bird’s Eye ship, gave that beardy-weirdy 
captain a good kickin’ and then ate all his 
yummy fish fingers. 

Anyway, | thought it was about time that | got 
back in touch with some of my old friends, so 
how are you? Remember that time you said 
you’d stop making fun of those saddos in the 
editorial team — that didn’t last very long, did 
it? I've got a New Year's resolution for you: 
play more Nintendo 64 games and poke fun at 
Sony and Sega. 

Wally the Bulkmeister. 


SEAL: Have we met before? | have to admit, 
your name doesn't ring any bells. Are you sure 
you're feeling all right? | think you may have 
drunk too much cough syrup during the recent 
flu epidemic. Anyway, you know | can’t help 
the way | feel about Dave and the guys - 
they’re always trying desperately to steal my 
thunder. With regard to your idea for a New 
Year's resolution, it goes without saying - so 
long as our pathetic rivals exist, I'll continue to 
voice my friendly, completely unbiased opinion. 


TASTE OF YOUR TEARS! 


Dear ‘Seal’, 

We had a bit of a scene in the house the other 
day. My little brother had just read the latest 
issue of Nintendo Magazine and was telling my 
dad how great you are, and he replied that you 
did not exist (which, as we all know, is very 
true). My brother then broke down in tears and 
started screaming that he loves you! 

This all goes to prove there really are a few 
sad people out there who actually believe you 
exist, i.e. a well-educated seal who can read, 
write, talk and even get his own girlfriend 
(yeah, right). Oh, and don’t tell me that you’re 
going to get your minder Stephen Seagull to 
come around and beat me up, because | don’t 
believe in him either. 

Stuart Labbett, St Leonards-on-Sea, Sussex. 


SEAL: How dare you upset one of my loyal little 
halibuts! Forget about Mr Seagull paying you a 
visit — I’ve got a good mind to come round in 
person and knock yer block off! Your dad is 
only concerned that your younger (but wiser) 
brother respects me more than him. It’s fully 
understandable - I’m a brill mega star loved by 
millions, and he’s only a dad. It’s simply a case 
of sour grapes. You ought to spend more time 
listening to your brother — he knows what he’s 
talking about. 


Both Letter Of The Month and Picture Of 
The Month win a free game from 
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HEALTHY OPTIONS! 


Dear Seal, 

In NMS #52 you asked for some suggestions 
for New Year’s resolutions. | have an idea for 
you: | think you should give up eating paper. 
Not only has it become rather annoying, but it 
can’t be good for you. It’s only your health I’m 
worried about. After all, if you should die of a 
fatal paper-eating disease, one of the other 
lads would have to take over. Just imagine it: 
Dave’s Mailbag! It makes me sick just saying 
(or writing) it. The fact of the matter is that 
you, Seal, are the most talented creature on the 
face of this Earth, and for you to be replaced 
by Godzilla would be a great loss. So, if giving 
up eating paper means that you will live to 
keep writing the best part of the world’s best 
magazine, then it’s a price worth paying. 
Cormac McGarry, Co. Antrim, Northern Ireland. 


SEAL:You’ve got a point there — eating paper is 
probably doing me no good whatsoever. But 
when you read half the crap that’s put in front 
of me, is it any wonder | take such desperate 
measures? And you don’t have to worry about 
Dave getting his grubby paws on my Mailbag. 
To pinch a line from a certain famous West End 
musical: Fame, I’m gonna live forever, I’m 
gonna learn how to... er... I'll stop there ’cos 
there’s no way I'm ever going to be able to take 
to the air. Read, write and talk is one thing, but 
a flying seal? That would be ridiculous. 


A PAT ON THE BACK! 


Dear Seal, 

I’m just writing to tell you to get your butt out 
of your luxury fish tank, and give those guys 
at Rare a pat on the back from me. No sooner 
have | killed K. Rool in Donkey Kongs 1 and 2, 


and annihilated Eyedol on Killer Instinct, than 
the programmers at Rare produce another 
perfect game. Yes, I’m talking about Dixie 
Kong’s Double Trouble, the fantastic sequel to 
Diddy's Kong Quest. I’m having a ball with it! 
The graphics, sound and gameplay are tops, 
and though | didn’t think Rare could make a 
better game than DKC2 or KI, they’ve outdone 
themselves yet again. The game has some 
out-of-this-world levels and ideas that will keep 
me going until March Ist. 

Matthew Riley, Heywood, Lancashire. 


SEAL: | couldn’t agree more. Rare continue to 
astound with their gaming expertise, although 
| should take some of the credit too. You see, 
I'm the one they turn to when they’re looking 
for a new idea, so a pat on the back in my 
direction is also deserved. And don’t be 
surprised if they continue to amaze gamers 
even well past March Ist. In fact, | think I'll 
give them a call right now. I’ve got an idea for 


As there are many new 
Nintendoids joining us, from 
now on we'll concentrate 
more on topical questions. 
So is there anything you feel 
you need to know? If so, 
drop me a line and I'll do my 
best to answer your queries. 
Send your letters to: Dave 
the Editor, Q&A, Nintendo 
Magazine, EMAP Images, 
37-39 Millharbour, Isle Of 
Dogs, London E14. 


a new superhero who looks like a certain 


species of aquatic mammal... 


Now OAVIO, 
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(1) When the N64 is launched 
over here, will the Super NES 
still be an ace games console? 
(2) Will your mag still give it the 


| attention it deserves? 


Wealleans, Yateley. 


Super NES has 
in ace console and 
ue to be for some time 
lust because technology 
noves on, it doesn’t mean the 
Super NES becomes redundant. 
(2) Of course. The Super NES will 
still be extremely popular during 
1997 and we'll continue to bring 
you all the news as it happens. 


(1) Can the N64 produce sampled 
speech and intro sequences? 

(2) How much will the N64 
controllers cost in the UK? 

Ben G., Billericay, Essex. 


DAVE: (1) Yes, the N64 can ‘do’ 
digitised speech and rendered 
FMV intros. However, FMV takes 
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up a lot of memory, and it’s not 
worth limiting the quality of the 
game for the sake of a two- 
minute intro that you'll only 
watch once. (2) Extra controllers 
should cost approximately £20. 


(1) When will Mario Kart 64 be 
released in the UK? 
Mark Evans, Staffordshire. 


DAVE: (1) We’re not sure. 
Nintendo won't be keen to 
release two major Mario titles in 
quick succession, so we may 
have to wait until the 
Autumn for it. 


(1) Will a light gun be 
released for the N64? 
(2) Can | use US 
accessories (e.g. 
Memory Pak) on an 
English N64? 

(3) Are the ‘C’ 
buttons on the N64 
joypad used just 
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for changing views or can they 
be used to controll characters? 
Richard Savage, Bracknell. 


DAVE: (1) There will be several 
peripherals released in the near 
future and I’m sure a light gun 
will be included when a game 
needs one. (2) Yes, a Memory Pak 
should work on all controllers. 
(3) They have various functions. 
In SM64 they are used simply to 
change camera angles, in Killer 
Instinct Gold they’re extra punch 
and kick buttons, and Wayne 
Gretzky uses them for shots. 


(1) Will a UK 64DD work on 

a Japanese N64? 

Anon, Hull, 
Humberside. 


DAVE:(1) Bearing in 
mind the games 
aren’t even going 
to be compatible, | 
very much doubt it. 
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@ Comments on the new Nintendo Mag. @ Drawings of Dave and the team. ei 
@ Nintendo games | could Star in. @ Forgetting about the Super NES ‘cos the | 
@ Piccies of the new-look Seal, and some Nintendo 64 is here. | 


Turok: Dinosaur Hunter cartoons. 


(1) Pve heard rumours that 
Capcom is going to release 
another Street Fighter 
game for the Super NES. Is 
this true? 

(2) My friend told me 
Quake is going to be 
released solely on the 
Saturn, but NMS #51 states that 
it’s comgin n the the N64. 


a, Berkshire. 


DAVE: (1) Capcom are working 
on numerous N64 projects, 
although the company hasn’t 
revealed what they are yet. 
Given the huge success of the 
Street Fighter games on Super 
NES it’s almost definite that the 
series will be coming to N64 too. 
(2) Those were just rumours 
about Quake being exclusive to 
Saturn, and are untrue - after 
all, the poor old Saturn has 
enough trouble doing Doom 
properly! Quake 64 is definitely 
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@ Dreary moaning about the N64 delays. 


it should see the light of 
day towards year’s end. 


») (1) Will Nintendo bring 
«}/ out a Super Game Boy for 
J the N64? 

(2) Will the new Game Boy 

Pocket be able to link-up with 

a normal Game Boy? 
(3) Will the price of Super NES 
software be reduced when the 
NG4 is released. 
(4) Will Oozumo 64 be coming 
out in the UK? 
Alex Doyle, Solihull, 
Midlands. 


DAVE: (1) | doubt it. 

Although it’s an excellent 
accessory for the Super 

NES, | wouldn’t think it 

would be a huge hit on the 

N64. With all the technology 
available, | can’t believe gamers 
would want to play Game Boy 
games on their N64. (2) Yes. THE 


in development (see News!), and 


Games are expecting | a@ new link- 
up cable soon, and it should be 
available in March. (3) It’s 
already starting to come down in 
price; this Christmas you could 
purchase DKC3 for £39.99, and 
Tetris Attack for £24.99. (4) 1 
wouldn’t bet on it, but anything 
is possible. We'll bring you an 
update on Oozumo 64 in the 
near future. 


(1) Why do you need a Memory 
Pak to save a game on the N64 if 
the Super NES could manage it? 
(2) Is anyone developing a 
boxing game for the N64? 
(3) Will coloured joypads 
be available in the UK? 
Stephen Cooke, Shankill, 
Co. Dublin. 


DAVE: (1) Many of the N64 
carts feature battery backed-up 
save game slots. The Memory 
Pak is used to save personal 
data; for example, joypad config- 


urations, fastest times, league 
positions, etc. (2) Not as far as 
we know. There have been very 
few successful boxing games, 
which might explain why there 
is no news. (3) I’m sure 
Nintendo will release them 
soon after the N64 launch. 
However, | doubt we'll see all 
four colours in the UK. 


(1) Are there any RPGs being 
released for the N64 that don’t 
need the 64DD? 

(2) Will Street Fighter 3 make 
an appearance on the N64? 
Padraic McCabe, Dublin. 


DAVE: (1) Imagineer are 
currently putting the finishing 
touches to Century Magic 
Eltale, and Namco are also 
working on a cartridge-based 
RPG. (2) There are many and 
varied rumours floating 
around but Capcom has yet to 
confirm anything. 
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E™ Japanese Fans of role-playing games, there's no 
company held in higher esteem than ENIX. In this 
exclusive Special Feature, Nintendo Magazine's Japanese 
correspondent, Warren Harrod, profiles the company's two 
most recent releases, Wonder Project J2 for the N64 and 
Super Famicom Dragon Quest Ill, and takes a look ahead at 
an exciting Future project. 


The ENIX Corporation was established over twenty years ago, on September 22nd, 1975. 
The company’s interest in videogames first began in 1982 when it held the ‘ENIX Hobby Game 
Program Contest’, inviting the public to send in games they had written. As a result of this 
contest, ENIX released 13 PC games in 1983. 

Then, in 1986, ENIX published Dragon Quest for the NES. Never before had gamers been able to 
enjoy such a compelling adventure on their videogame consoles, and after a slow start sales 
began to rocket. Subsequent Dragon Quest games built upon that incredible first success, and 
Dragon Quest is now legendary as the most popular RPG series in videogame history. 

But ENIX isn’t famous solely for Dragon Quest. The company has also created other exciting, 
innovative games, such as Wonder Project J and Actraiser for the Super NES. It also owns highly 
successful magazine publishing and toy manufacturing divisions. And with the release of 
Wonder Project J2, the company’s first game for the N64, and Super Famicom Dragon Quest Ill, 
ENIX’s success is sure to continue. 
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is a ‘communication adventure, and 
sets you the task of teaching a pretty 
orphaned robot girl how to fend for 
herself, so that she can ultimately save her 
world from the evil Shiriconian Empire! 


Woreer Project J2, ENIX’s first N64 release, 


On a distant isle, the kindly inventor Doctor Gepett is working on his 
ultimate creation — a perfect robotic simulation of a young girl, which he 

has christened Josette. Tragically, however, before he can finish the 

special ‘J’ circuit which will turn Josette into a real girl, he succumbs to 

old age and dies. Accompanied by her only friend, a robotic bird, 

Josette travels to the nearby island of MegaFloat Noah where she hopes 

to learn the skills that will allow her to become a girl. Little does she know, 
however, that the evil Shiriconian Empire is hunting for her, seeking to steal the ‘J’ chip... 


A WORLD OF ADVENTURE! 


At its most basic level, the player’s 
interaction with Josette is very simple. 
Using the 3D Stick you move the bird 
around like a pointer then, by clicking 
the ‘Z’ button, you make Josette 

= move to where the bird is. If the 
‘we, bird is pointing at, say, a door, 

X she'll walk up to the door, open 
<g>, it and step through to the next 
9 location. In this way you make 
Sai explore her whole world. 
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CLEVER GIRL! 


You can make Josette interact with the people 
she meets and objects she finds by pointing 
the bird at them and pressing the ‘A’ button. 
Josette will then ask you questions about what 
she should do or how she should react, and 
by replying either ‘Yes’, ‘No’ or ‘Ignore’ to her 
queries you gradually teach her skills. As the 
game progresses Josette grows more and 
more self sufficient, until she eventually 
becomes a real girl capable of making her own 
independent choices and decisions! 
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THE ART OF ENIX! 


The first Wonder Project J) appeared on the 
Super NES, but this sequel has been created 
exclusively for the Nintendo 64 and takes 
full advantage of its amazing 64-bit power. 
Not only does it boast some of the most 
advanced Artificial Intelligence routines ever 
utilised in a videogame, it also combines 
stunningly animated 2D art with amazing 3D 
sequences, which come into play when Josette 
takes the controls of a vehicle, such as a 
submarine or a plane. 


NO WAY, UK! 


Because of Wonder Project J2’s unusual subject 
matter and the vast amount of text it features, 
it’s unlikely that the game will ever 
be translated into English and 
released officially in the UK. And 
this is a huge pity, because the 
Japanese-speaking people we 
know who've played the game 
absolutely love it. If there’s any : 
change in this tragic situation, f\ 
we'll let you know. 


Official UK 


Magazine 
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ORAGON QUEST Ti 


(jicially released for the NES way back in 1988, ff GN 8 fie ee 
Dragon Quest Ill has now been rewritten and =‘ @\/ 2 | == 
specially enhanced for the Super NES. It’s a classic 
tale of sword-n'-sorcery set in an exotic fantasy 
world which has already taken Japan by storm. 


Dragon Quest is the most successful RPG series in the history of videogames. To 

date over 18 million DQ cartridges have been sold worldwide, and the release of 

every new instalment causes chaos in Japan, as fans clamour to be the first to play 
the latest addition to the series of classic games. Indeed, such is the fans’ love for 
the games that many write to ENIX, asking them to re-release old adventures, which were 
originally released for the NES, on the Super NES. And in response to these demands, ENIX 
released Super Famicom Dragon Quest III just before last Christmas. 


Super Famicom Dragon Quest Ill is far more 
than a simple port. ENIX’s programmers and 
artists have taken advantage of the 16-bit 
console’s greater power to include new quests 
and scenes that just weren't possible on the 
old 8-bit system. The 
result is one of the 
best RPGs for the 
Super NES, and one 
- rhances 


ABOVE Super Famicom 
Dragon Quest Ill offers RPG 
fans many months of 
excitement and adventure! 


LEFT The party of 
brave heroes 
meets many 
strange people 

on its travels. 


THE DRAGON 


QUEST LEGENDS! 


The massive Dragon Quest saga has 
been unfolding for over ten years now, 
in a series of six classic adventures on 
NES and Super NES. 


March 1986 * NES 


The adventure that started the Dragon 
Quest phenomenon. The game centres 
around a young hero struggling to 
rescue the Princess Laura, who has been 
kidnapped by the Dragon King. 


March 1987 © NES 


Set 100 years after the Dragon Era, this 
game introduces the concept of party 
play, as three heroes of Roto blood 
combine forces to battle a new evil 
spreading across their world. 


February 1988 * NES 


All the mysteries surrounding those of 
Roto blood are revealed, as the heroes 
battle to destroy the foul demon 
Baramos in one of the biggest NES RPGs 
ever created. 


February 1990 * NES 

This game marks the beginning of the 
second Dragon Quest Legend. More 
refinements were made to the DQ 
role-playing system, allowing up to ten 
characters to join the hero’s party. 


September 1992 * Super NES 


The DQ series debuts on the Super 
NES, and continues the epic story 
begun in DQIV. 


December 1993 * Super NES 


Due to demand from DQ fans, the 

’ Ne two games are updated and com- 
- piled onto one Super NES cart, the 
x new format allowing for scenes 

and adventures that were 

R impossible to create on the 8-bit 

NES. 


December 1995 * Super NES 


4 
After a three year wait, 
/ DQ fans were treated to the 
final part of the Tenku DQ 
series. Considered by many 
RPG fans to be the finest adven- 
ture yet created for the Super 
NES. 


December 1996 * Super NES 


The third DQ saga is revamped and 
expanded for the Super NES. 
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et for release in Japan in a Few months is this graphically 
stunning action game which is being written for ENIX by 


Treasure, the creators of Guardian Heroes on the Saturn. 


Unveiled at the Shoshinkai Show last November, ENIX’s next N64 game is the gorgeous-looking 

Go! Go! Troublemakers! As it was only shown on video, little is known about the game’s plot or 
gameplay mechanics. However, it looks to be a graphically-impressive action game, starring an 
athletic hero who runs and jumps about the scrolling levels, blasting all manner of weird monsters. 
GGT is being written for ENIX by Treasure, whose previous games include the excellent Gunstar 
Heroes for the Megadrive and Guardian Heroes for the Saturn, so it’s sure to be a smash hit! 


Last year ENIX organised a special competition to encourage 

the development of innovative game design and programming, 

inviting amateur games creators from around the World to send in 

their home-grown games. And such was its success, they’ve 

decided to run it again! 

Anyone and everyone is eligible to enter the ENIX Game Software 
Contest 2, and there are no restrictions on age, nationality or game 
genre. The only rules are that (a) the game must not have been sold or 
released to the public, and (b) the game must be playable on one of the 
following operating systems: Windows 95, Windows 3.1, MS-DOS 6.0 or 
higher, Macintosh System 7.0 or higher. 

And if you’ve got the right stuff, there are big rewards on offer! The grand 
prize winner, selected by the judges at ENIX, will received US$ 200,000 - 
that’s almost £150,000! In addition there will be two first prizes of US$ 
50,000 and twenty second prizes of US$ 5,000. 

So, if you’ve got a game idea and you'd like more details on how to enter, 
either check out the ENIX homepage at 

http://www. marinet.or.jp/com/enix, or 

write, remembering to include your name, 

address, telephone number, fax number and 

e-mail address (if available), to: 


Shinji Wachi/Daisuke Kobayashi, 
Software Planning Dept, 

ENIX Corporation, 

4-31-8, Yoyogi, Shibuya-ku, 
Tokyo 151, 

JAPAN. 
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Th brought Unirally and Lemmings to the 
Super NES. They're one of the world’s top 
N64 developers. They re gonna amaze you 
with some of the most original games ever. 
But who the hell are they? Meet DMA Design, 
one of Nintendo's many unsung heroes... 
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“Originality and game- 
play, that’s our ethos,” 
says Brian Baglow, a 
writer for DMA Design. 
“If a game proposal 
doesn’t pass both these 
criteria, it simply won’t 
get made.” However, 
although this sounds 
like the marketing spiel 
used to promote sub- 
standard titles, in DMA’s 
case there was never a 
truer word spoken. 
DMA Design was 
formed in 1988 when 
Dave Jones and a few 
pals began coding for 
the Amiga. Jones experimented with small 
sprites to see if they had enough personality to 
hold a game together. This idea grew into the 
hit Lemmings and the rest is history. 
Lemmings brought DMA to the attention of 
Nintendo who asked them to port the game to 
the Super NES. “Nintendo liked our strategy of 
gameplay and originality,” says Brian. “Because 
they’ve got such high standards themselves, 
they appreciated the fact that we’re so careful 
with every game we produce.” 


THE JOY OF THE N64! 

DMA has been quiet for the past two years, 
*cos they've been busy experimenting with 
their N64 development kits and creating two 
games, Body Harvest and Silicon Valley. “We’d 
been working on games for the 3DO, but soon 
discovered that it was almost impossible to 
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develop for,” says Stacey Jamieson, Head Artist 
on Body Harvest. “Because of this we were 
nervous about the N64 kits but, when they 
arrived, we found that they were incredibly 
easy to use. In fact, ‘cos the N64 is so simple, 
it gives us the opportunity to experiment and 
come up with totally new ideas.” 

“As one of the first developers it’s hard to 
gauge how powerful the N64 is,” adds Alan 
Davidson, an artist on Body Harvest. “However, 
when we experimented, we were amazed at 
how many polygons the N64 could shift 
without any slow down. The hero is 
made from over 300 polygons, yet 
moves completely naturally.” 


MUSIC TO YOUR EARS! 

Another area in which the N64 excels is 
sound and music. “With the N64 we can 
create interactive music, just like a movie,” 
says Ciaran Rooney, Head of Development 
for N64 music. “With CD-based consoles the 
seek time is so slow that the music can’t 
change instantly when the game action alters. 
However, because the N64 is cart-based, it 
allowed us to write ambient music for Body 
Harvest, tracks which can instantly become 
more sinister when an alien appears.” 

The N64 is also a joy to develop for because 
Nintendo are always ready and willing to lend 
a helping hand. “Nintendo are never slow to 
reply when we have a problem,” says Brian. “If 
we fax them a question we normally receive an 
answer very quickly. Typically, other publishers 
don’t want to talk to us until the game’s com- 
pletely finished, whereas Nintendo are a 
resource to draw on.” 


WORK THAT BODY! 
7 However, in the case of 
7 Body Harvest, Nintendo's 
advice meant that DMA had to 
change some aspects of the game quite 
radically! “The original game was a 
simple blaster,” says Brian. “It was a 
very Western game, and Nintendo were 
worried that it mightn’t appeal to a Japanese 
audience. They suggested that we make the 
hero more like a Manga character, and we 
changed him from a sprite in jeans and T-shirt 
into a futuristic 3D warrior in a spacesuit. Also, 
Nintendo suggested that we add RPG elements, 
allowing the hero to talk to other characters 
and find clues to defeating the aliens. At the 
end of the day we'd be fools if we didn’t take 
Nintendo’s advice. After all, this is the company 
who developed Super Mario 64!” 
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n the near future, Earth has been decimated by a race of aliens 


who wander the universe like locusts, scoffing entire civilisations. In 
a last ditch attempt to save the human race, Adam Drake travels back 
in time to 1916, in order to destroy the First probes sent to Earth... 


DMA Design follow their 
Super NES successes with a 
mega-violent RPG for the N64 


LTT ANothing you've 

ever played before! ef _ PLAY THE GAME! 

To defeat the aliens, Adam must travel around 

the time zones and commandeer vehicles 

which boast different weapons. Each zone 

has its own unique transport, ranging from 

biplanes and monster trucks to jet planes and 

Harvey Davidsons. As well as shooting the 

aliens, Body Harvest also requires players 
to enter houses and talk to the occupants 

These RPG-style elements are 


However, the story doesn’t end in 
1916. In the far reaches of space, 
yet more probes are on their way 
from the alien mothership. This 
means that after stopping the first 
wave of aliens, Adam then has to 
travel forward to Java in 1943, 


USA in 1955, Siberia in 1970, the Body Harvest has changed — necessary to discover hidden 
present day, and an underwater radically since this early shot, ’ vehicles and find the parts of an 
Japanese city in 2010, before but it gives you an idea of how 5 awesome Disruptor with which to 
engaging in a final battle with the the finished game will look. > destroy an alien forcefield and tackle 
alien mothership. Scary stuff, no? mt _ the massive time zone boss. 


ALIEN NATION! 


Each time zone is split into four sections, 
each guarded by human-mincing Processors. 
To face the Processors, Adam must defeat all 
the Drone Kings who are kidnapping humans. 
The Drone Kings are protected by Drones who 
bomb people out of their homes, and horrible 
jelly-like creatures who snatch the hapless 
humans. There are also wandering warriors 
and other alien nasties to contend with on 
your travels... so be carefull! 


An alien ship 
unloads its deadly 


cargo of insect é 
warriors! The massed alien forces in all 


their rendered glory and ( ) the 
human vehicles that Adam Drake must 
use to stop them! 
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__ BY BMG Interactive | 


_ GAME TYPE: Puzzie/Platform | 
RELEASE: __ RELEASE: =o TBA 


I the future, scientists create robots u hich can evolve over time and 
ie new powers. To test the prototypes a huge space station is 


built Silicon Valley, which is sent into orbit above the Earth. One day, 


CVTTATA DMA Design commit 
themselves once more to the N64, 
this time producing a game for 
BMG Interactive 


STL (Looks a little like 
SMG64, but plays like something 
completely new! 


Nothing is seen or heard of the 
lost Silicon Valley for a thousand 
years. Then, without warning, it 
suddenly re-appears in orbit! 
Attempts to communicate with 
the station by radio prove futile, 
so two mercenaries are hired to 
board the station and investigate 
this strange event — Dan Danger 
and EVO, a new evolutionary 
robot like those in the Valley. 
Unfortunately, on entering the 
station, EVO is blasted into a 
million pieces, with only his Black 
Box chip remaining intact... 


The juggling grizzly bear on a 


unicycle. Strange bloke... 
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Dan Danger and EVO 
prepare to board the lost 
space station, Silicon Valley. 


GET THE POWER! 


EVO’s Black Box chip has limited movement, 
and can slide around the fully 3D environments 
of Silicon Valley. In chip form, EVO can also 
attack some of the smaller robots, who all look 
like Earth animals, and then enter their bodies 
to use their special powers. This means that if 
EVO, say, kills a robot mouse, he can then use 
the mouse’s skills in order to find other robot 
bodies which he can use. Each level features 
different robots to conquer, from penguins in 
the snow to camels in the scorched desert. 


Use the cute puppy dog to herd 
sheep and take to the skies! 


however, the station mysteriously disappears... 


POTTY PUZZLES! 


Silicon Valley is a 3D adventure/puzzle game 
in which EVO must find and defeat specific 
animals to solve puzzles and move onto the 
next level. For example, in the ice world EVO is 
faced by an impassible boulder. In order to 
move it, EVO must find and defeat the Emperor 
Penguin. When he enters the Emperor's body, 
EVO suddenly becomes irresistible to other 
penguins who begin to flock around him. With 
an army of penguins behind him, EVO now has 
the strength to move the boulder. Easy, eh? 


ABOVE Don’t be fooled by the floppy ABOVE This slippery customer can use 
ears and comedy teeth — this wabbit his huge tongue to push objects and 
harbours some incredible powers. other robots around Silicon Valley. 


= 


ABOVE The little robot mouse is one ABOVE Without a doubt, the flying rocket 
of the most useful and versatile fox is one of the funniest animals in 
characters in the whole game. Silicon Valley. Dead useful, too... 


see ee If you want to scare the sheep, 
rai “try using this little beast. 


Ste 


Be. red ™ “ae 7 

ANIMAL MAGIC! sri BEASTLY SWAP SHOP! 

On his travels, EVO meets dozens of different (a>, Other puzzles require players to swap 

robot animals who can help him in his quest. = between animals. In certain sections you'll 
There’s a husky dog who can walk, ski or find flocks of sheep and, depending on the 
chomp his way through barriers, a dog who : puzzle, you can change between a fox, a ram 
can trundle about on wheels or sprout wings ; ° and a dog to move them. As a fox the sheep 
to take part in aerial dog-fights (groan!), a fox . = will scatter in panic, whereas the dog will be 
who can change himself into a rocket, anda a , able to herd them in a certain direction. 
sheep who can jump around on a coiled spring! ‘, : However, if the flock is guarded by three 

The best animal of all, however, is a juggling menacing rams, all you have to do is become 
grizzly bear on a unicycle! However, his special hbdeeebdhs : ; one of these horny devils then batter them 
power is anyone’s guess... 2 : . # into oblivion! 
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s the N64 roller coaster continues to gather speed, the 

first 64-bit RPGs are nearing completion. And they don't 
come much bigger than the two we have on offer for you 
this month - Zelda 64 and Mother 3 (aka Earthbound 2). 
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Only a select handful of games have become 
synonymous with Nintendo and, Mario aside, 
none are more popular than Zelda. After two 
NES adventures, Link’s popularity rocketed with 
his appearance on both Super NES and Game 
Boy, and finally proved that RPGs could 
succeed in the UK. Now the more mature Link 
has shaken off his boyish looks, armed himself 
with his trusty sword, and set off on his 
maiden N64 adventure. Zelda 64 promises to 
be his biggest escapade to date with even 
more vicious nasties to confront, including the 
bone-crushing skeletons, reflective armoured 
knights, and bosses so big, only Link would be 
brave enough to face them. 


This is what Link looks like with 
all his texture maps off! Each character 
is built from hundreds of polygons. 
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These combat scenes may look 
impressive, but it’s still anyone’s guess 
as to how they’ll work in the game! 


During his quest, Link will visit 
several towns and meet many people. 


JUST LIKE THE OLD DAYS! 


Judging by the screenshots, Zelda 64 follows a 
similar course to it’s previous incarnations. At 
any one time, Link can be in possession of 
two items - his sword and a special item which 
he collects on his travels. Although many of 
these items are free, there will be certain 
essentials that must be purchased, so players 
must keep their eyes open for valuable 
Rupees. Another familiar aspect is Link’s life 
meter being in the form of hearts. It would 
appear that Link begins his adventure with 
three although, by the time he comes face to 
face with the last boss, he’ll hopefully have 
built up to around twenty. 
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Unlike many RPGs, which use 
pre-rendered backgrounds, Mother 3’s 
are all built on the fly from polygons. 
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Mother 3 (Earthbound 2 to the Western market) 
follows the exploits of a gang of 50s throwback 
kids desperately trying to prevent the evil Gygas 
from taking over the world. It’s also recently 
been confirmed as the game to launch the 
64DD, which casts some mystery over the 
format of Zelda 64. Many, including us, believed 
Zelda would be played via both cartridge and 
64DD, although recent unconfirmed rumours 
have emerged stating it will be a cartridge- 
only title. We’ll bring you up-to-date with all 
the goings on over the coming months, but 
for now simply sit back and enjoy the latest 


Se F batch of Mother 3 screenshots. 
CUT TO THE ACTION! ee 


As you may have already discovered, 
there are very few similarities between 
Mother 3 and Zelda 64. Probably the 

most notable difference comes when a 
a character becomes embroiled ina 

battle. It appears that Mother 3 will adopt a 
fight screen (reminiscent of the Super NES 
edition) with the game pausing when your 
character confronts an enemy, then cutting to 
a one-on-one battle. Here, players take turns 
at swiping at their opponent until only one 
person is left standing. Once your opponent 


The Mother 3 development team has been defeated, the game returns to its Because all of Mother 3’s lush 
spent months sketching and designing more familiar layout and you can continue locations are generated in real-time, 
the scenes in the game. on your travels. they’re totally interactive. 


It’s here! The latest in 64 bit technology and if you want to stay 
ahead of the rest then you'll need the UK’s only official 

Nintendo Magazine. Packed with the hottest tips, reviews and 
previews you’d be mad to miss it. And what’s more, you'll 
receive a £10 HMV voucher entitling you to a discount on any 
games / games accessories purchase of £29.99 or more. To cele- 


brate the launch we've also got a grand prize *Prize comprises £250 worth of HMV Gift 
draw for an N64! * Vouchers to purchase N64 or games. 


HMV is the UK’s premier games retailer, and has 
been selling games for over 5 years all over the 
country. In 1993 Chris Evans opened the world’s 
biggest games department, Level One, at HMV's 


150 Oxford Street store in London. Since then, HMV has branched out even fu E 1 Offer open to UK and Channel Islands residents, except employees of HMV (UK) Ltd, Emap 
A Inages, their families and any participating companies 
ther nationally and now has over 60 games departments, devoted to the best 2. By entering this competition entrants will be deemed to have accepted and agreed to be 
gaming entertainment available. bound by the rules. Promotional details form part of the terms and conditions 
x All entries must be received by 31st October 1997. All entries must be sent to N64 Draw, 


Emap Images Ltd, Advance House, 37 - 39 Mill Harbour, London E14 9TX. 


4. Prize comprises £250 worth of HMV Gift Vouchers. No cash alternative will be offered. 

5. The first prize will be awarded to the entrant who, in the opinion of the judges, has answered 
Simply fill in the coupon below and send with payment to Nintendo Magazine the questions correctly and completed the tie breaker in the most apt, original and amusing 
Subscriptions, Lathkill Street, Market Harborough, Leicester LE87 4PA. Wepre ao oles 

6. Responsibility cannot be accepted for entries lost, damaged, or delayed in transit to the com 


petition address. Proof of posting will not be accepted as proof of delivery. llegible, incom 


plete or altered entries will be disqualified, as will those not on an official entry form 


1 The judge's decision is final, and no correspondence will be entered into. 
When you subscribe there’s also a chance to win an N64. Simply answer the 8. The hele aoa by post, by 31st March 1997, and may be involved in publicity if 
questions on the coupon below by placing a tick next to the answer you believe MA Pi sorrmmalerlen lon ofaage lege woes datbia ackaneseana eprie oaitexthiy 
to be correct. Then complete the tie breaker, in ten words or less, in an apt, Competition Results to the prize draw address above after 31st March 1997 


original and amusing way. 


Promoter: Emap Images, Advance House, 37-39 Mill Harbour, London E14 9TX 


Which famous personality opened HMV Level One? 
CHRIS EVANS [_] CHRIS TARRANT [ ] CHRIS DE BURGH [ ] 


On which street is the worlds biggest games department? 


BOND STREET [_] QUALITY STREET [] OXFORD STREET [_| si _ 


HMV is THE store for gamers because....(10 words or less) 


| wish to subscribe to Nintendo Magazine and | enclose a cheque / postal order made payable to Emap Images Ltd 
for £30, or by Mastercard / Visa. 
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NM: Gentlemen, please put down your 
BFGs and introduce yourselves. 

AS: |’m Aaron Seeler, the lead programmer 
of Doom 64. 

SG: I’m Sukru Gilman, the lead artist. 


NM: Right, let us begin. How long have 
you been working on Doom 64? 
AS: Since the beginning of [1996]. 


NM: How many chaps are working on it? 
AS: Around eight. 

SG: We have three level designers, and we 
have about three artists. 


NM: Did you re-use any of the code from 
the PC or Playstation versions? 
AS: Well, | was the lead programmer on the 


“Doom 64 is very smootii. It holds its frame rate, 
Wiich to Us Was Very Important. Having a game slow 
down... We don’t like that very much. 


ot 


oom is coming tothe N64, and it's set to 

he bloodiest, most violent version ever 
created. In this exclusive Interview, Nintendo 
Magazine's intrepid US correspondent, David 
Hodgson, travelled to Midway Home 
Entertainment's HO and met up with 
two of the key people behind the 
project. This is his tale... 


Playstation version, and that gave me the 
chance to know the game inside out. But a 
lot of the code got changed; the N64 version 
has a whole new rendering engine and a fair 
amount of the game logic has been reworked. 


NM: For the people who have played 
Doom before, will the monsters move in 
a similar sort of manner? 

AS: Yes, there will be recognizable behavior — 
good Doom players are going to see that. 


NM: So, it'll just look more impressive? 
AS: It’s going to look and act a lot more 
impressively! It'll be far more responsive and 
much smoother than the PC version, and a 
lot of those quirky Doom bugs have been 
taken care of. 


in? 


Py 
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NM: How much of a free reign did you 
have for this project, or were id quite 
strict about what they wanted? 

AS: Id wanted us to be true to what Doom 
was. Originally we had a lot of ideas about 
taking Doom in a different direction, and they 
were very like “Er... no. Doom is like this, 
don’t mess with the equation too much...” 


NM: ...Because | heard that you had some 
intention to create a slightly different 
look from id’s original plans... 

AS: Yeah, we went off on this sort of a minor, 
false tangent. We thought we’d add different 
types of architectural elements because we 
wanted to exploit the N64, but they were like 
“Cool, but that’s not really Doom.” 

SG: They said “Why don’t you try it?” and they 
saw it and said “Er, that’s too ‘Inca’ for us, but 
why not try this?” 

AS: Id were very particular about their game — 
which | understand perfectly — but we were 
allowed to experiment with some areas of the 
game, and the stuff they saw they were very 
pleased with. At that point they basically said 
“Okay, you guys are on track. Keep going in 
this direction, and it’ll come out really well”. 


NM: Does the Doom 64 engine allow for 
true 3D level design? 
AS: Whereas the PC was a 2D hack, the levels 


\ 1 


are 3D now. There's restrictions we put on it to keep what 
Doom was — | mean, there’s no look up and look down. 


That stuff can be done, but it wasn’t ’cos 
then the game wouldn’t have been Doom. 


NM: Are the new levels similar to the 
‘old’ Doom levels? Do you have to do 
the same sorts of things, like find 
three keys and then exit? 

AS: Um, yes, but there’s more to it now than 
just the three keys. That does exist because 
that’s part of Doom, but finishing the level 
doesn't just involved getting the keys; 
there’s much more skill and strategy 
involved now. 

SG: It’s not just find the keys, open the door 
and you’re out — you have to solve puzzles 
and you have to be paying attention. 


NM: How many secret levels are there? 
AS: There’s a fair amount of secrets that 
we've put into the game. The player will not 
be bored looking for secret stuff. 


NM: Doom 64’s weapons have a new 
look. Who decided to redesign them? 
AS: That was a Williams/Midway thing. We 
were asked to bring Doom to the N64 ina 
whole new way, in terms of coming up with 
weapons and the look of the items... 

SG: ...Like the monsters, for example. The 
Mancubus, it’s got some of the features that 
remind you of the old Mancubus, but it’s 
been redesigned and the animation’s been 


E 


NM: How are the attributes of the guns 
compared to previous versions? 

AS: For the most part very similar, but there's 
new stuff that’s going to change slightly. The 
Plasma Gun is going to work like the rapid- 
fire gun that you remember... 


NM: ...And the BFG is still going to take 
out huge hoards of mutants...? 

AS: ...But it’s going to require understanding 
how the weapons work a little better in terms 
of their spray radius and their blast radius. | 
mean, you can just go in and start carnage 
but it’s going to be really difficult unless you 
understand the finer points of the weapons. 


NM: Does the N64 version have more 
frames of animation than before? 

AS: Some have, some haven't. Remember that 
we’re making a game that’s very large on a PC 
with unlimited storage and it hogs the RAM. 
As much as we would have liked to have 
added a bazillion frames to everything and 
have made it totally smooth, the reality was 
that it’s an 64 meg cartridge and we still 
wanted a decent compliment of levels. 


NM: Did you have any memory problems? 
AS: Yeah, there were problems, but they've 
been solved. 


changed. And the Plasma Gun, it reminds you NM: People are saying “Oh cartridges 


of the Plasma Gun but it’s been enhanced. 


NM: So you’re not going to be making a 
cut-down version for the Playstation? 
SG: Doom 64’s been tailored for the N64. | 
couldn’t see it working on anything else. 


can’t hold as much as a CD”, which is 
true but because you have a CD people 
have a tendency to waste memory. 

AS: Yeah. Every byte is treated very specially 
on the cart. There’s not a whole lot to go 
around, so it’s a very valuable resource. 


NM: Any weapons we've not seen before? NM: How about sound? Will we hear the 


AS: Yes, there are. But we don’t want to talk 
about that, it’s part of the plot... 


same grizzly soundtrack and effects? 
AS: Yes, and then some! You'll hear more 
echoing effects - the sound for the N64 has 


SHEER BLOODY BRILLIANCE! 


The Doom phenomenon started just over 
three years ago when, in December 1993, a 
small Texas-based team of PC coders called 
id Software released a demo version of the 
game into the Shareware market. Within 
days it seemed like the whole world was 


going crazy over the game's perfect mix of 
adrenalin-pumping action, spine-chilling 
gore and brain-busting puzzles. Since then 
the game has been converted onto almost 
every computer and console you can think 
of — even the Super NES — and has spawned 
dozens of spin-offs and imitators. 

The N64 conversion of Doom is being 
handled by Midway Home Entertainment, 
the people behind Wayne Gretzky’s 3D 
Hockey, NBA Hang Time and, er, Cruis’n 
USA, and is set to be the most spectacular 
version of them all. Featuring around 30 
never-before-seen levels and newly-rendered 
monster sprites, Doom 64 makes full use of 


AS: Again, this is the speed/size trade-off. We could have 
done Doom 64 with polygon monsters, but that would’ve 
been Quake. 


SG: Doom 64 is very smooth. It holds its frame rate, 
which to us was very important. Having a game slow 
down... we don’t like that very much. We have so many 
different things happening with the monsters, I’m glad 


the Nintendo 64’s awesome graphic 
capabilities to create the most immersive, 
intense first-person blaster you’ve ever 


SUPER NES 


experienced. We can’t wait... 


real-time dynamic sound updating as shots 
and projectiles travel across the room. 


NM: On an early demo, | saw marine 
sprites. How are you going to handle the 
Deathmatch aspect of Doom 64? 

AS: Simple: there’s no Deathmatch. If it could- 
n't be done right, there was no point to it. 


NM: You could have a split screen, but 
then I suppose playing a Deathmatch on 
the same screen is not a Deathmatch. 
AS: Multi-player is a neat thing to see for 
about five minutes, then it’s like... 


NM: ...1 can see you, take that... 
AS: ...Yeah. It works well for other games, but 
not Doom. 


NM: So, about those three marine sprites. 


“There's no look Uo and look 
down. That stuff can be done, but 
it wasn't because then the game 
wouldn't nave been Doom.” 


we went the route that we did... 


Are they going to be mutated versions of 
yourself or something? 


AS: We’re playing with the idea of evil drones... 


NM: If Doom 64 sells well (which it 
should) can we expect sequels? 


AS: Sure, | would hope so, most pr 
’ F obabl 
the 64DD ‘bulky drive’, : aa 


NM: Have you seen Turok yet? 

AS: I've only seen screenshots. I’ve heard 
mixed opinions about it, some good, some 
not so good, so | don’t know what to believe. 


NM: I’ve played an early version, and it’s 
awesome. You can hit a Raptor in the 
head and they'll flop about, spraying 
blood, then collapse and twitch. 

AS: That does sound good. Are there a lot of 
monsters to fight at one time? 


NM: Yes, but they 
slowed the frame rate 
- although this was a 
very early version. 


NM: ...’'m not comparing the two... 

SG: ...But they’re going to be compared — 
you can’t avoid it. But | don’t see a problem. 
Although they’re both first-person games, 
they have very different themes. 


NM: Nintendo don’t like violence. Will 
you have to tone Doom 64 down? 

AS: Actually, Nintendo’s really good about it, 
especially now we have the rating system. 
Doom’s been around... there’s no way that 
they are going to take the blood out. | think 
id had an agreement with Nintendo that they 
weren't going to allow it unless Doom 
remained as violent as before. 


NM: What do you expect the N64 version 
of Quake to look like? 

AS: Well, we’re working on it right now, but | 
can’t tell you... 


BACK 10 HELL! 


Picking up their BFGs, Aaron and Sukru head off to 


waste a few Imps and Mancubi. Nintendo Magazine 


would like to thank them and everyone else at 
Midway Home Entertainment for their help with thi 
And if everything goes according to plar 


interview. 
64 in 


you can read the exclusive review of Doom 


next month’s issue! 
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the games to look’ out for in 
the coming months! 
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NINTENDO. 


WAVERACE 64 


PUBLISHER: Nintendo 
DEVELOPER: | In-house 
RELEASE: April 1997 (out now in US & Japan) 


Background: WaveRace 64 was the first two-player game released in 
Japan for the N64, and having played it for several months we can tell 
you right now that it’s an absolute corker! Four of the world’s finest 
jetski racers have come together for the ride of their lives, an event 
spread over eight varied courses which takes them from sun-kissed 
tropical islands to chilly arctic waters, and from mist-covered lakes to 
treacherous industrial harbours. The wave effects are superb, the sea 
swelling and churning in a truly convincing way, placing you totally at 
the mercy of the waves rather than a dull, flat race track. The Al of the 
CPU players is also stunning, the computer cheating and making the 
-~ odd mistake just like a human opponent. However, Waverace 64 is 
essential for its split-screen two-player option, where even the most 
hardened waveracer can misjudge a wave and lose to their less 
experienced rival. Doh! 


Prospects: The import version of 
WR64 is one of the best racers 
we've ever played. It’s a nice 

change to ride jetskis rather 
| than cars, and the game feels 
more solid and realistic 

than anything on a 32- 
bit console. Such a 

shame it isn’t here for 

March Ist... Anyway, 
we should have a 

review of the PAL ; 

game next issue. Pa i farése$ PXONRITELS 


PUBLISHER: | Nintendo 
DEVELOPER: | Rare 


RELEASE: July (out now in US) 
Background: There were those who believed that Rare would 
' struggle to better their awesome fighting frenzy, Killer 
Instinct. However, that was until Killer Instinct Gold arrived 


| and soon banished all such thoughts. Seven fighters with an 
even greater range of devastating moves have returned to 
fight another day, and three new contestants have also 
thrown their hats into the ring. There are seven gameplay 
modes from which to choose, including Practice modes 
which allow you to work on your combos, breakers and 
finishing moves. Although the game is 2D, the fully 3D 
backgrounds offer gamers a new experience 
| 1 compared to the likes of Mortal Kombat or 
welll Street Fighter. Add to this a whole host of 
difficulty settings, speed adjustments and fight 
modifications, and it all adds up to an excellent 
blood-thirsty package. 


Prospects: To date, this is the ultimate fighting pcs m199 
experience on the N64. The graphics, although : TS ene B! ins 
not totally polygon-based as many had hoped, , 

are nonetheless stunning, and the play controls 
are complex but extremely rewarding when 
mastered. If you want fast, furious, mindless 
violence, look no further than this. 


KI Gold features a vast range of Practice 


modes to help you get to grips with the finer ap >t apt 
points of combo construction. - —— 


NINTENDO. 


MORTAL KOMBAT TRILOGY 


PUBLISHER: | GT Interactive 
DEVELOPER: | Midway Home Entertainment 
RELEASE: TBA (out now in US) 


Background: MK Trilogy takes all the previous Mortal Kombat games 
and combines them into one fireball-shootin’, blade-choppin’, heart- 
rippin’, spine-snappin’ package that fans of the epic series won’t want 
to miss! After Goro’s defeat, the Outworld Gods were prevented from 
conquering the Earth. However, this game sees the evil emperor Shao 
Kahn resurrecting his dead wife Sindel, opening a portal between the 
Outworld and Earth and invading our planet to destroy humanity! 
Every gore-hungry Kombatant from MKs 1, 2 and 3 is back and ready 
for action, allowing players to set up duels between their favourite 
characters; for example, now you can pit the original Rayden against 
johnny-come-lately Noob Saibot in a brutal fight to the death! Every 
background ever featured in an MK game is also included, from the 
monks’ courtyard to the desert, and from Shao Kahn’s throne room to 
the pit. And with more Fatalities, Babalities, Friendships and 
Brutalities than ever before, this promises to be the definitive Mortal 
Kombat experience. 


Prospects: Surely this 
game can’t fail - with 
such a great history and 
millions of fans, many 
will see this as a ‘must 
buy’. However, we’ve 
seen the US version and 
have reservations about 
the sound and graphics, 
although they may be 
improved for the UK. 


FIFA °9? 


PUBLISHER: Electronic Arts 
DEVELOPER: | In-house 
RELEASE: Spring 1997 


Background: EA has always had a reputation for developing top 
quality sports simulations, and their debut football title looks likely to 
produce another hit. Developed by EA’s Canadian team, FIFA 97 has 
replaced the traditional sprite graphics with motion-captured polygon 
figures using the creative footballing talents of Newcastle United’s 
French ace, David Ginola. It’s hoped the game will feature all the teams 
from the Premiership and various others from Europe, including 
International squads. The game will incorporate various camera angles, 
including an intelligent camera system which automatically selects the 
perfect viewpoint. It also features a unique picture-in-picture option 
which allows players to view a separate part of the field. 


Prospects: Despite the latest Playstation version being panned by most 
of the press, it’s worth pointing out that the N64 edition of FIFA ’97 will 
be an exclusive, totally-overhauled version. We’ve been fortunate to 
play an early build of the game and it was pretty impressive. If the 
timing of the release coincides with Konami's footballing treat, it’s going 
to be quite a battle for supremacy. 
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Nintendo 
Rare 
September 1997 


PUBLISHER: 
DEVELOPER: 
RELEASE: 


Background: A truly unique experience is guaranteed when you take 
the controls for Rare’s ground-breaking Blast Corps. A nuclear missile 
carrier is out of control, and global mass destruction is a certainty 
unless a safe path is cleared for it. You must take the hot-seat in one of 
16 vehicles and bulldoze buildings, bridges and literally anything that 


could possibly get in the carrier’s way and cause the missile to destruct. 


However, don’t expect to simply drive one vehicle through to the finish; 
there’ll be times when you'll need 
to get out and take control of a 
second piece of machinery. 


Prospects: Arguably the most 
impressive-looking N64 game to 
date with awesome explosions and 
a wide selection of vehicles. 
However, whether the gameplay 
can match these high standards 
remains to be seen. 
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PUBLISHER: | Gametek 
DEVELOPER: | In-house 
RELEASE: June 1997 


Background: Although unknown 
in the UK, Robotech is massive in 
Japan and the US, so big things are 
expected of Gametek’s blastfest. 
Your objective is to pilot a Veritech 
fighter, which can transform into 
various ships, and seek out the 
Zentraedi and Ebolian villains. 
Robotech’s plot has been designed 
to adapt to your performance, so 
how well you play has a bearing 
on what happens next. There’s 
even an interactive musical score! 


Prospects: Only video footage has 
been available to the press so far, 
but what’s we’ve seen has looked 
really impressive. 


BLAST CORPS 


Also, the game itself is based in 


earlier levels to finish key puzzles. 
The N64 version will also feature a 


NINTENDO. 


GT Interactive 
Software Creations 
TBA 


PUBLISHER: 
DEVELOPER: 
RELEASE: 


Background: Hexen 64 is another 
Doom-style game. However, the 
similarities stop there. Hexen is 
RPG-based, players choosing to be 
either a wizard, warrior or thief. 


one huge, sprawling map, and 
you'll find yourself returning to 


four-player Deathmatch mode, 
which should keep blood-thirsty 
gamers happy for a few weeks! 


Prospects: Already a hit on the 
PC, Hexen has a good reputation 
to build on. Let’s hope it does the 
business on the 64. 


PRO STADIUM KING 


PUBLISHER:  Imagineer 
DEVELOPER: | In-house 
RELEASE: TBA (out now in Japan) 


Background: The latest sports simulation to receive the full N64 
treatment is Pro Stadium King. All the teams from the Japanese 
League are available for selection, and the game features some 
familiar cartoon-y faces (although unless you follow Japanese 
baseball you won’t know who they are). Once again, the game is 
full-to-the-brim with gameplay options including Single Match, 
League, Tournament and a 
rather cool four-player game. 
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Prospects: Sadly, baseball 
games have proved to be the 
least successful of the imported 
sports sims, and Pro Stadium 
King looks like it’s got a long 
slog ahead if it’s going to prove 
successful in the UK, should it 
receive an Official release. 
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NINTENDO. 
MARIO KART 64 


PUBLISHER? = Nintendo 
DEVELOPER: = In-house 
RELEASE: October 1997 (out now in Japan) 


Background: Ever since Mario Kart 64 arrived in Emap Towers during 
late December ’96, not a day has passed without the game being played 
at least 100 times! All the playability of the Super NES original remains 
intact, the game being taken to new heights by the stunning graphics 
and all-new power-ups. In all there are four championships and 16 
tracks to choose from, each offering a unique challenge and devious 
shortcuts. And if that isn’t enough, the cunning coders have als 
included four fiendish Battle Mode circuits, where you can forget about 
racing and simply batter the hell out of each other with multi-coloured 
shells. Pure genius... 


Prospects: The Japanese version of Mario Kart 64 managed to exceed 
our expectations, although it has to be said that some of computer 
character Al was a bit cheesy. While the original Mario Kart’s basic 
concept remains unchanged, the game is brought crashing into the 
next generation with stunning graphics and sound. Let’s hope the PAL 
conversion is good, eh? 


1/3 | TIME 00° 42° 36 


PUBLISHER; Nintendo 
DEVELOPER: In-house 
RELEASE: October 1997 


Background: At the recent Shoshinkai exhibition in Japan, Starfox 64 
stole the show. The game reunites the old gang from the Super NES 
classic, with Fox McCloud, Peppy, Slippy and Falco stepping into 

their Arwings once more to save planet Lylat from the evil forces of 
Emperor Andross. To do battle, players must pilot Fox’s Arwing 
through the depths of space, then skim the surface of the planet 
itself, challenging zillions of nasties and some awesome bosses. You 
also get the chance to ride Fox’s tank, tackling ground-based nasties 
in an arid desert. However, the best news is that the game features a 
split-screen four-player option where players can take control of their 
favourite character and have aerial dogfights in specially created 3D 
battle arenas. Judging by the shots we’ve seen so far, this game 

will be a classic. 


Prospects: Excellent. Fox McCloud’s Super NES original won him 
many fans, and it’s likely that many fallen Nintendoids will invest in 

an N64 just to relive their Starfox memories. Aside from this, Starfox 
64 looks like a game which will keep every shoot-’em-up fan happy. 


WARGODS 


PUBLISHER; GT Interactive 
DEVELOPER; Midway Home Entertainment 
RELEASE: TBA 


Background: \f you've never played the coin-op War Gods in the 
arcades (from which these shots are taken, by the way), the easiest 
way to describe it is Mortal Kombat in three dimensions. The game 
follows the adventures of irritable Gods from across the universe 
who are squabbling over a supply of mystic ore which maintains 
their powers. Each of these 
fighters is equipped with a range 
of special moves, along with 
gory fatalities which bear more 
than a passing resemblance to 
the MK games. Finish him! 


Prospects: \t could be a long 
time before a 3D Mortal Kombat 
game reaches the N64, so this'll 
do nicely in the meantime! 


NINTENDO. 


MAGIC CENTURY ELTALE 


PUBLISHER; |Imagineer 
DEVELOPER: Genki 
RELEASE: TBA 


Background: Although Legend Of Zelda 64 is the most eagerly 
anticipated RPG for many years, Imagineer’s Magic Century Eltale 
looks like it could easily fill the gap for now. The game plays 
exactly like a traditional Nintendo RPG, yet features stunning 3D 
graphics and a huge map to explore. We’ve also seen some of the 
friends and monsters that 
adventurers will meet on their 
travels, all of which are superbly 
drawn and animated. A simply 
beautiful game. 


Prospects: With such a great 
variety of games on offer, all the 
N64 needs is a good RPG. And 

from what we’ve seen so far, this 
could very well be it! 


UIS'N USA WAYHE GRETZKY'S 3D HOCKEY 


PUBLISHER; Nintendo 
DEVELOPER; }Midway Home Entertainment 
RELEASE: September 1997 (out now in US) 


Background: Buckle up and take to the streets of America! Cruis’n USA 
offers would-be racing aces 14 courses, seven vehicles and two game- 
play options to to tackle. Players can also select either a one-off single 
course race or instead opt to Cruise the USA, where you endeavour to 
drive through all 14 stages. Only by finishing first can you progress 
onto the next stage. Cruis’n has also incorporated a two-player split- 
screen option which allows gamers to go head-to-head, again on either 
a single stage or across the entire country. 


Prospects: Not good, |’m afraid. 
Cruis’n USA was hardly a huge hit 
in the arcades and, as the N64 
conversion is virtually identical, it’s 
no surprise to learn that it’s also 
less than stunning. We've played 
the US version and, frankly, it’s 
pants. However, a miracle may 
occur during its passage onto the 
British PAL TV system. 


PUBLISHER: GT Interactive 
DEVELOPER; Midway Home Entertainment 
RELEASES TBA (out now in US) 


Background: When you’re looking for a star to endorse your latest 
ice-hockey game they don’t come much bigger than Wayne Gretzky. 
The golden boy from the NHL is back for his second Nintendo release, 
although, thankfully, this has nothing whatsoever to do with his Super 
NES attempt. The game is fast-paced and very easy to understand. The 
developers have combined both skill and humour elements to come up 
with an NBA Jam-type game on ice. All the NHL teams are included, as 
are most of the players, and the game allows for up to four players to 
take to the rink with both single 
match or season options available. 


Prospects: Although this may 
only appeal to a small few, it’s one 
game that is well worth a look for 
anyone remotely interested in the 
sport. The game is incredibly 
smooth, and with so many moves 
and tricks to learn, Wayne Gretzky 
is going to take some beating. 


NINTENDO. 
MULTI-RACING CHAMPIONSHIP 


PUBLISHER: |magineer Senn. a F 
DEVELOPER: = In-house wel — oa — - = — 
RELEASE: = TBA ; Sa Saar 2 | = 
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Background: The first traditional N64 racer should appear in the form 
of Multi-Racing Championship. The game features a variety of vehicles 
ranging from the saloons, to sports cars, to 4x4s, all of which can be ; 
modified to suit your personal requirements. However, MRC will differ ; . 
from the majority of its rivals by allowing budding boy-racers the ECOmS 
chance to test their mettle in a variety of hazardous weather conditions, : 
including rain, snow and ice. It will also be possible to save your car 
modifications and best times onto a Memory Pak. 


Prospects: |t’s hoped that Multi-Racing Championship will wipe the 
floor with the likes of Sega Rally and Ridge Racer. We’ve seen an early 
demo cart, showing off the game’s speed and smoothness, and it was 
very impressive. Certainly one to watch. 


PUBLISHER: GT Interactive 
DEVELOPER: Midway Home Entertainment 
RELEASE: Late 1997 


Background: Hailed as one of the best games of all time anda 
worthy successor to the phenomenal Doom, Quake could be one of 
the most important N64 titles. The game follows the first-person 
Doom style but rather than flat, scaled sprites, it features hideous 
polygon monsters who'll chase you relentlessly through the stone 
mazes. The game is also more puzzle based than the unashamed 
bloodbath that was Doom, with players having to find dozens of 
switches and secret passages in every level. Rumours abound that 
Quake will be developed for the inferior 32-bit consoles, but there’s 
no doubt that the N64 is the only machine which could take the 
monsters from the PC version and change them into something very 
special. Look out for exclusive N64 Quake shots in a future issue. 


Prospects: At last, the awesome Quake will be within the reach of 
most gamers. Rather than having to buy a top-of-the-range, all- 
singing, all-dancing PC, Quakers will be able to buy a relatively cheap Why do people like Quake? Because you run around like a loon and 
N64 and play the best version of all. Life is good... shoot big monsters with big guns, that’s why. Simple. 
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NINTENDO. 
YOSHTS ISLAND 64 BLADE & BARREL 


PUBLISHER; Nintendo PUBLISHER: Seta 
DEVELOPER: In-house DEVELOPER: Kotobuki Systems 
RELEASE: TBA RELEASE: TBA 


Background: Yoshi's Island 64 features beautiful renders of our lizard Background: Blade and Barrel is a 
chum and all his bizarre enemies. Although only glimpsed on video so 3D helicopter shoot-’em-up which 
far, the game will no doubt maintain all the addictiveness and charm of — will delight all fans of EA’s Strike 


the original. Excited? | know we are! series. The plot revolves around a 
terrorist organisation trying to 

Prospects: Yoshi's Island 64 will hopefully prove that there’s still a take over the world, and it’s up to 

place for 2D adventures, even in these totally 3D days. you to take to the skies and nip 


their dastardly plans in the bud. 
Players are also given the chance 
to drive tanks, using powerful 
missiles to topple towering sky- 
scrapers. And with a four-player 
battle mode, B&B is certainly one 
to watch. 


Prospects: Only video footage to 
go on so far, so it’s hard to say 
whether B&B will cut the mustard. 


WILD CHOPPERS GANBARE GOEMON 


PUBLISHER; Seta PUBLISHER; Konami 
DEVELOPER: In-house es A DEVELOPER: In-house 
RELEASE: TBA oe : RELEASE: TBA 


ver ce 
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Background: Take to the skies | 9 ; Background: Although this 

in a military chopper and try to : game has been in development 
disarm a group of terrorists. You ae for quite some time now, the 
are supplied with limited ammo, Le Konami developers are keeping 
so it’s essential you make good Ds, : details well under their hats. 
use of them. To make matters | wee Although most shots released so 
worse, anything left to fight f “ far have been renders of the 
another day at the end of a i characters already familiar from 
mission automatically reappears C_HOHING | Suu (eam C Goemon’s Super NES adventures, 
in your next assault. Oh, and did ClSeS EBS) 0307, ae em it’s clear that the N64 game will 
| mention that each level is ; be in the Super Mario 64 mould, 


against the clock? eee Seri 5 a pretty 3D platformer with 

saan nied hundreds of brain-teasers to 
Prospects: For those of you = solve. Shows promise. 
who wanted a little more action 
and excitement than Pilotwings Prospects: Hard to say. Looks 
64 could offer, this should be i lovely, but there’s been no actual 
the game for you. : game footage seen yet. 


NINTENDO. 
TOP GEAR RALLY 


PUBLISHER; Kemco 
DEVELOPER; Boss Game Studios 
RELEASE: TBA 


Background: Although the final game details have yet to be confirmed, 
it’s hoped that Top Gear Rally will feature eight tracks and no less than 
16 vehicles. The game is also set to include a special track option which 
will allow you to design your own circuits. There will be a variety of 
tracks including Desert and Forest, as well as changeable weather con- 
ditions. There are two gameplay modes from which to choose: Arcade 
(which should be a single race option) and Tournament (compete on a 
series of courses earning points depending on your finishing position). 
The game also boasts a two-player split-screen option. 


Prospects: Once again, only video 
footage has been available to us in 
the form of a pre-rendered Silicon 
Graphics demo. However, the 
developers are promising the 
game will look virtually identical, if Bap 
not better, than the demo-andif 
this is the case it should be 
bloomin’ excellent. 


These shots are SGl-rendered, but Boss say the real thing will be better! 


CLAY FIGHTERS EXTREME 


PUBLISHER: Interplay 
DEVELOPER: + |n-house 
RELEASE: TBA 


Background: Clay Fighters was first seen on the Super NES, and now 
the wacky dough-like figures are coming to the N64 to poke fun at the 
more traditional 2D beat-’em-ups. Ten characters from both 16-bit carts 
appear, excluding hidden warriors, and the humour element is back in 
abundance. The majority of the moves will all be familiar to fighting 
fanatics. However, you'll now be 
able to perform a 3000-hit combo, 
or a new Mk-type finishing move. 
It's hoped that the game will be 
compatible with the Jolt Pak. 


Prospects: The Super NES edition 
made a change from the average 
po-faced fighters. And if these 
exclusive screenshots are anything 
to go by, the N64 version is 
shaping up very nicely. 


PUBLISHER: Seta . =e 
DEVELOPER: | In-house ARe 
RELEASE: TBA : HELOnD 


Background: Although we were 
disappointed by Cruis’n USA, a 
Japanese video of Seta’s Rev Limit 
convinced us that we’d soon have 
a top Nintendo racing title to fill 
the void. Few details have been 
released on how the game plays, 
but the video features excellent, 
finely-detailed cars and racetracks, 
along with some of the smoothest 
scrolling we’ve ever seen! As 
always, we'll be first to bring you 
news as it breaks... stay tuned! 


Prospects: Very good. Although 
Mario Kart 64 is nigh-on flawless, 
it'll be nice to have a realistic 
driving game for the 64. 
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MISSION: IMPOSSIBLE 


PUBLISHER; Ocean 
DEVELOPER: In-house 
RELEASE: TBA 


Background: Ocean promises that Mission: Impossible will be more 
than just another Doom-clone. A major factor will be the increased 
artificial intelligence which, apparently, makes the game as hard as 
nails. The characters also ‘react’ to you, so if you pull a gun some 
people will draw their weapons and try to stop you, while others 
will panic and ‘leg it’ to the exit. 
And when you’re wearing a 
disguise, you'll need to behave 
appropriately else the guards 
will realise you’re an impostor. 


Prospects: There’s no doubting 
the quality of the graphics. 
However, we still don’t know 
what the gameplay will be like — 
we’re hoping to bring you an 
update soon. 


NINTENDO. 


DUAL HEROES KIRBY'S AIR RIDE 


PUBLISHER; HudsonSoft PUBLISHER; Nintendo 


DEVELOPER; In-house DEVELOPER; Hal Laboratory 
RELEASE: TBA RELEASE: TBA 


Background: Take control of four mystical warriors, who look not Background: After various modifications, Kirby’s Air Ride finally 
unlike the Power Rangers, and take part in a range of spectacular seems to be nearing completion. The game is now a one-player 
3D battles. The game uses the 3D Stick to give players a totally new racer which sees our inflatable pink blob surf through a variety of 
courses on board his trusty star. However, you can bet your life he 


won't have a safe ride, and various pitfalls stand in the way of him 
Prospects: Could be an exciting new twist on 3D beat-’em-ups. making it safely to the bottom of each course. 


fighting experience — sounds interesting, eh? 


Prospects: Despite being ra Soe cee, cee 
extremely twee and a touch 

‘girly’, you can bet your life that 

the gameplay will be top notch. 

It’s slightly disappointing that 

the simultaneous four-player 

option seems to have been 

removed, but it still looks like 

Kirby’s Air Ride will be oodles of 

fun. More news soon. 


GO! GO! TROUBLEMAKERS! COMMAND & CONQUER 


PUBLISHER: == Enix PUBLISHER: Virgin Interactive 


DEVELOPER: Treasure DEVELOPER: Westwood Studios 
RELEASE: TBA RELEASE: TBA 


Background: Like Yoshi's Island 64, Go! Go! Troublemakers! is alush 2D Background: Already a hit on every other system, C&C is an all-action 
platformer with graphics as good as a cartoon. strategy game featuring tiny troops fighting one big war! 


Prospects: Looks great, but could be overshadowed by that darn lizard! Prospects: Bound to be a massive success. (Playstation shots shown.) 


And the fun doesn’t end here! This is just a small selection of the hot games Coming your way, and there are 
more exciting new titles announced practically every day! To be sure of keeping up with this fast-moving scene, 
make sure you buy Nintendo Magazine every month! 


Official UK Magazine EA 


e've got prizes galore to re away in our 

Nintendo Magazine Big Blag, including 
an N64 and a copy of Super Mario 64! Are 
we good to you'er what? 


WIN AN N64! 


If you’re not the lucky owner of an Q. Which of these games won’t Rae \ nrg S 
N64, don’t despair! Here at EMAP be available on the day of the a \} DENCE l), > 
Towers we've got a brand new N64: = N64’s launch, March 1st? ‘ \ ad — ” 

and a copy of Super Mario 64-and (a) Super Mario 64 \\\ - 
believe it or not, we’re gonna give (b) Legend of Zelda 64 
em both away! This N64 compo (c) Pilotwings 64 

will be split over two issues, and 

you must get both answers right to Remember! Don’t send any 


stand a chance of winning. Look entries ’til next month, 
out for Question 2 in the April issue when the second Q 
of Nintendo Magazine. will be printed! 


How would you like to get your Q. What date is Independence 
grubby paws ona copy of last Day in the US? 
summer’s biggest blockbuster, (a) July 4th 
Independence Day? Thought you (b) September 23rd 
might! To celebrate the release this (c) February 14th 
awesome alien fest on video, 

we've got five copies up for grabs. And you must rememeber to mark 
To enter this brilliant compo, your entry ‘Independence Day 
simply answer this question: Compo’. Good luck! 
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The crustier Nintendoids 
will probably remember 
cowering behind the sofa as 
reptilian space invaders 
scoffed hamsters in V. It was 
the Independence Day of 
its time (er, sort of), 
and if you'd like 
to relive those 
terrifying moments, 
or meet the alien 


More alien invasion malarkey is on 
the way with the release this 
February of Tim Burton’s new film, 
Mars Attacks!, a B-movie horror 
spoof where more damned 
extraterrestrial types try to take 
over the world. We’ve managed to 
secure three highly expensive and 
much sought after ‘Mars Attacks! 
The Art Of The Movie’ books and, 
if you fancy one for yourself, just 


Sonnet Bagi is a little girl with a 
mission. Rescued from a slum in 
the future, Sonnet was fitted with 
cybernetic implants by the Taron 
Organisation, giving her the 
capability to defeat armies single- 
handedly. Now you can follow the 
adventures of Bagi, code named 
Blue Sonnet, by winning one of ten 
superb Manga videos. 


Visitors for the first time, try 
answering this simple question: 


Q. What does the V symbol 
stand for? 

(a) Venezuela 

(b) Venison 

(c) Victory 


And please remember to mark 
your entry ‘V Compo’... or else. 


try answering this really very 
simple question: 


Q. Which of these ISN’T a Tim 
Burton movie? 

(a) Edward Scissorhands 

(b) Gone With The Wind 

(c) Pee Wee’s Big Adventure 


Please mark your entry ‘Mars 
Attacks! Compo’. Ta! 


Q. Ooh, it’s a really tough one, 
this - what is Sonnet Bagi’s 
cyborg name? 

(a) Blue Velvet 

(b) Blue Moon 

(c) Blue Sonnet 


And don’t forget to mark your 
entry ‘Manga Videos Compo’, or 
you'll have no chance! 
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WAVERAGE 64! ISS DELUXE 64! 


Splash down! We had the exclusive playtest of the imported Japanese Exclusive! We interview the team of crack coders behind Konami’s 64-bit 
version, now we’ve got the first UK review of Nintendo’s jetski racer! soccer sensation, J-League Perfect Striker! 
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WARGODS! FIFA SOCCER 64! 


Another blummin’ exclusive! Nintendo Magazine meets the developers Yet another exclusive! Yes, we’ve secured the first preview of the most 
bringing 3D beat-’’em-up Wargods to an N64 near you! eagerly awaited soccer sim of all time! 
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Sackloads of tips for all 
your favourite N64, Super 
NES and Game Boy titles! 


“VOU'VE NEVER.HAD 


1T0:G00D'. 


2 GREAT NEW RELEASES OUT NOW! 


TM AND ® ARE TRADEMARKS OF NINTENDO CO., LID. © 1996 NINTENDO CO., LTD. 


WANTED _& 
Petite Blonde seeks ez. 


willing playmates for 
fun and games 
this Valentine’s Day. 


Applicants should be 
experienced, willing to 
indulge in demanding 
single or group action and 
possess well developed 
joystick control. 


She's all mouth! 
MIDWAY 


Te HQ International Ltd, 4 The Parade, Epsom. Surrey KT18 SDH 
Ltd. All Rights Reserved. Ms. Pac-Man is a trademark of Namco Ltd. Manufactured and sold under li 


icence by Namco Holding Corp. 
intendo Co. Ltd. ©1997 TeHQ International Ltd. All Rights Reserved 


WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/ PRESERVING /A’' PART 
OF /CLASSIC GAMING ‘THAT SEEMS TO BE/OVERLOOKED MOST /OF/ THE TIME. 
NAMELY) CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING, THEM BEFORE THEY ARE LOST/ FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE’ SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 


WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 

TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 

WHICH MEANS WE WON’T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A,/CERTAIN DATE, IS TO/GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR DIGITAL’ VERSIONS /OF/ THEIR /OLD MAGAZINES 

IF/ THEY, WISH TO DO,/SO. 

THESE’ ARE HARD ENOUGH TIMES /AS/IT/IS/FOR’PRINT/ AND / THE /LAST/THING 
WE’ WOULD WANT, ISTO /DO'IS HAVE’ ANY/KIND/ OF, NEGATIVE EFFECT/ON THEM. 
WE’ SEEK OUT TO WORK’ WITH PUBLISHERS’ AND/ ARE’ ALWAYS LOOKING /TO 
SEEK /APPROVAL TO DIGITIZE,/ RESTORE /AND RE-DISTRIBUTE /THEIR WORKS 

IN/ WHATEVER WAY, THEY, SEE FIT. (PUBLICLY /OR WITH SILENT /APPROVAL) 


WE HAVE /NO INTENT /NOR DESIRE / TO’ PROFIT/ FROM) THESE’ DIGITAL’ MAGAZINES 
IN’ ANY WAY, SHAPE,/OR FORM.’ NOR/DO/WE’ HAVE ANY/DESIRE /TO/FINANCIALLY 
HARM ‘ANY PUBLISHER,’ EDITOR, /WRITER/OR PERSON INVOLVED IN CREATING 
THESE, OR’ ANY /OTHER’ MAGAZINES FOR/THAT/ MATTER. 

WE/ARE’NOT HERE /TO/DO HARM,’ BUT//TO;/ HELP /PROTECT/ THEIR /LEGACY. 

THAT /IS/WHY / THE /PRE-2000 DATE/IS/IN/ PLACE: 

TO/PROTECT,/THEIR/ BUSINESS /AND LIVELY-HOOD,/AND /TO/MAKE’)SURE /THAT/ WE 
WILL BE /ABLE’TO KEEP/ENJOYING’ NEW /MAGAZINES FOR MANY/ YEARS /TO/COME, 
WHILE /AT//THE’ SAME /TIME/ ENJOY THEIR’ BACK /CATALOGUE. 


WE’) WOULD LIKE /TO /THANK’ EVERYONE /WHO/MAKES THIS’ PROJECT POSSIBLE. 
FROM /THE’ ORIGINAL’, WRITERS,’ EDITORS’ AND/PUBLISHERS,’TO/ THE /CURRENT, 
COPYRIGHT OWNERS AND ‘EVERYONE /INVOLVED | IN /ACQUIRING, | DIGITIZING, 
RESTORING, /PRESERVING /AND DISTRIBUTING / THESE’ MAGAZINES. 


ONE ,L-AST/ THING: 

IF/YOU/COME/ACROSS’/ANYONE /TRYING /TO/ SELL’/ ANY, OF / THESE’ DIGITAL. 
MAGAZINES,’ OR/PROFIT/FROM /THEM IN /ANY/WAY,/SHAPE/OR FORM, 
PLEASE DO/NOT, SUPPORT//THEM! 


THANKYOU! 


